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GAME CONTROL DEVICE, GAME
PROGRAM, GAME CONTROL METHOD
AND GAME SYSTEM

CROSS-REFERENCE TO RELATED
APPLICATION

This application is based upon and claims the benefit of
priority of the prior Japanese Patent Application No. 2011-
050994, filed on Mar. 9, 2011, and the prior Japanese Patent
Application No. 2011-198063, filed on Sep. 12, 2011, the
entire contents of which are incorporated herein by refer-
ence.

TECHNICAL FIELD

The present invention relates to a technology for execut-
ing a match-up game to be executed on a network by the
unspecified majority of game players through communica-
tion terminals accessible to the network.

BACKGROUND

Game players have enjoyed playing games by operating
game devices for themselves. In such well-known situations,
the game devices normally include hardware for loading and
running video game application software (i.e., video game
application). Match-up games (e.g., baseball games) have
been popular as video games to be run by such video game
applications. To realize video games full of amusement,
diversity has been embedded not only in types of the
match-up but also in the other factors. As an example of
diversity, the video games have been embedded with a
function of allowing a game player to customize an ability
of a game character (i.e., a player character) as a game
player’s operating target.

For example, Japan Laid-open Patent Application Publi-
cation No. JP-A-2000-189677 describes a game system (a
baseball game) including a schedule creating unit configured
to create an action schedule of a player character. The game
system is configured to change (e.g., enhance) an ability of
the player character, for instance, through an instruction of
causing the player character to perform a specific action. In
the game system, it is assumed that a game player plays a
nurturing mode of nurturing (i.e., enhances the ability of) the
player character and then plays a match-up mode with
another game player or computer, or alternatively, a game
player alternately plays the nurturing mode and the match-
up mode.

Now, so-called social games have been recently wide-
spread. The social games are configured to be run by video
game applications created based on the operating environ-
ment such as API (Application Programming Interface) to be
operated on web browsers in SNS (Social Networking
Service). The social games are a type of online games to be
played by the unspecified majority of game players com-
municating with each other. However, unlike the well-
known online games, the social games are not a type of
games to be played by game players through video game
devices with a communication function and video game
software embedded therein. Therefore, game players are not
required to install or download such video game software. In
short, game players can execute social games if they bring
web-browser embedded communication devices with them.
For example, game players can enjoy playing social games
regardless of time and places if they bring portable terminals
accessible to the Internet with them.
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Some of the aforementioned social games are of user
friendly. In the cases of match-up types, the social games are
often configured to allow game players to immediately
confirm a result of a match-up. Therefore, such social games
are now being accepted by game players who do not want to
spend much time for playing games or game players who
want to casually play games. On the other hand, the social
games have a drawback that the game element thereof is
simple for game players who have enjoyed playing games
by operating the well-known game devices and such game
players may thereby easily get bored. In a baseball game
using a game device of the well-known type, for instance, a
game player operating a batter character is required to
perform an operation of causing the batter character to swing
a bat towards a ball moving towards the batter character in
an appropriate timing. When a baseball game is realized as
a social game, by contrast, a simple operation of pressing a
button without considering timing may be only required
without requiring such an operation to be performed with
concentration. Therefore, those game players who want to
fully enjoy playing a baseball game are not satisfied with the
baseball games to be realized as the social games. By
contrast, those game players who want to casually enjoy
playing a baseball game easily accept the baseball games to
be realized as the social games due to simple operability
thereof. Rather, simple operability can be an essential point
for those game players who cannot spend much time for
playing games.

The aforementioned well-known baseball games would
be highly amusing in that an element of nurturing a player
character is embedded therein. However, each game player
is required to perform a time-consuming operation of nur-
turing a player character and subsequently playing match-
ups with other game players or a computer. Therefore, it is
not easy for a lot of game players, who want to enjoy playing
games with a simple operation for a short period of time, to
accept the well-known baseball games.

The present invention has been proposed in view of the
above. It is an object of the present invention to provide a
game control device, a game program, a game control
method and a game system, which are full of amusement and
allow a game player to play a game with a simple operation
without getting the game player bored.

SUMMARY OF THE INVENTION

First aspect of the present invention may be a game
control device connected to at least one communication
terminal through a network, the at least one communication
terminal being operated by a game player, for executing a
match-up between two player characters associated with two
respective sets of unique game player identification infor-
mation, the game control device including:

a storage unit configured to store an ability value of each
player character in association with a corresponding set of
unique game player identification information;

a first match-up executing unit configured to execute a
first match-up between two player characters in response to
an input at one of the aforementioned at least one commu-
nication terminal, the two player characters being associated
with different sets of game player identification information,
and to determine a result of the first match-up based on the
stored ability value of each player character;

a character ability updating unit configured to update,
based on the result of the first match-up, the ability values
of'the two player characters associated with the different sets
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of game player identification information, and to cause the
storage unit to store the updated ability values;

a second match-up executing unit configured to execute a
second match-up between player characters independently
from the first match-up without an input at the one of the
aforementioned at least one communication terminal, the
player characters being associated with different sets of
game player identification information, and to determine a
result of the second match-up based on the stored ability
value of each player character; and

a notifying unit configured to notify the one of the
aforementioned at least one communication terminal of a
result of a result of at least one second match-up either for
a predetermined term in the past or at a predetermined
number of times and/or of a ranking of a corresponding set
of game player identification information based on the
aforementioned result of at least one second match-up.

A game control device described in the specification of
the present application may be connected to at least a
communication terminal to be operated by a game player
and may be configured to execute a match-up between
player characters associated with sets of unique game player
identification information. Any suitable information pro-
cessing devices may be used as the game control device as
long as they can establish connections with, for instance, the
respective communication devices of the specified or
unspecified majority of game players through a network. For
example, such game control device may be a single or
plurality of servers disposed in the network or may be a
large-sized computer device. Further, a single communica-
tion terminal may not be necessarily associated fixedly with
a single game player. For example, it is possible to assume
a usage environment that a single communication terminal is
shared by a plurality of game players. Therefore, the game
control device may be configured to manage game players
based on sets of game player identification information (e.g.,
game player IDs) as a set of information for uniquely
specifying game players playing a match-up game.

Second aspect of the present invention may be a game
program configured to cause a computer to realize a plurality
of functions, the computer connected to at least one com-
munication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the functions including:

a storage function of causing a storage unit to store an
ability value of each player character in association with a
corresponding set of unique game player identification infor-
mation;

a first match-up executing function of executing a first
match-up between two player characters in response to an
input at one of the aforementioned at least one communi-
cation terminal, the two player characters being associated
with different sets of game player identification information,
and to determine a result of the first match-up based on the
stored ability value of each player character;

a character ability updating function of updating, based on
the result of the first match-up, the ability values of the two
player characters associated with the different sets of game
player identification information, and to cause the storage
unit to store the updated ability values;

a second match-up executing function of executing a
second match-up between player characters independently
from the first match-up without an input at the one of the
aforementioned at least one communication terminal, the
player characters being associated with different sets of
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game player identification information, and to determine a
result of the second match-up based on the stored ability
value of each player character; and

a notifying function of notifying the one of the aforemen-
tioned at least one communication terminal of a result of a
result of at least one second match-up either for a predeter-
mined term in the past or at a predetermined number of times
and/or of a ranking of a corresponding set of game player
identification information based on the aforementioned
result of at least one second match-up.

Third aspect of the present invention may be a game
control method configured to be executed by a game control
device connected to at least one communication terminal
through a network, the at least one communication terminal
being operated by a game player, for executing a match-up
between two player characters associated with two respec-
tive sets of unique game player identification information,
the game control method including the steps of:

executing a first match-up between two player characters
in response to an input at one of the aforementioned at least
one communication terminal, the two player characters
being associated with different sets of game player identi-
fication information, and to determine a result of the first
match-up based on the stored ability value of each player
character;

updating, based on the result of the first match-up, the
ability values of the two player characters associated with
the different sets of game player identification information,
and to cause the storage unit to store the updated ability
values;

executing a second match-up between player characters
independently from the first match-up without an input at the
one of the aforementioned at least one communication
terminal, the player characters being associated with differ-
ent sets of game player identification information, and to
determine a result of the second match-up based on the
stored ability value of each player character; and

notifying the one of the aforementioned at least one
communication terminal of a result of a result of at least one
second match-up either for a predetermined term in the past
or at a predetermined number of times and/or of a ranking
of a corresponding set of game player identification infor-
mation based on the aforementioned result of at least one
second match-up.

Fourth aspect of the present invention may be a game
system including at least one communication terminal oper-
ated by a game player and a game control device connected
to each of the aforementioned at least one communication
terminal through a network for executing a match-up
between two player characters associated with two sets of
unique game player identification information,

wherein the game control device may include:

a storage unit configured to store an ability value of each
player character in association with a corresponding set of
unique game player identification information;

a first match-up executing unit configured to execute a
first match-up between two player characters in response to
an input at one of the aforementioned at least one commu-
nication terminal, the two player characters being associated
with different sets of game player identification information,
and to determine a result of the first match-up based on the
stored ability value of each player character;

a character ability updating unit configured to update,
based on the result of the first match-up, the ability values
of'the two player characters associated with the different sets
of game player identification information, and to cause the
storage unit to store the updated ability values;
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a second match-up executing unit configured to execute a
second match-up between player characters independently
from the first match-up without an input at the one of the
aforementioned at least one communication terminal, the
player characters being associated with different sets of
game player identification information, and to determine a
result of the second match-up based on the stored ability
value of each player character; and

a notifying unit configured to notify the one of the
aforementioned at least one communication terminal of a
result of a result of at least one second match-up either for
a predetermined term in the past or at a predetermined
number of times and/or of a ranking of a corresponding set
of game player identification information based on the
aforementioned result of at least one second match-up.

BRIEF DESCRIPTION OF THE DRAWINGS

Referring now to the attached drawings which form a part
of this original disclosure:

FIG. 1 is a basic configuration diagram of a game system
according to a first exemplary embodiment;

FIG. 2 is a configuration block diagram of a communi-
cation terminal according to the first exemplary embodi-
ment;

FIG. 3 is a configuration block diagram of a game server
according to the first exemplary embodiment;

FIG. 4 is a configuration block diagram of a database
server according to the first exemplary embodiment;

FIG. 5 is a functional block diagram for explaining
functions playing main roles in a game control device
according to the first exemplary embodiment;

FIG. 6 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 7 is an exemplary configuration diagram of a player
database included in the database server;

FIG. 8 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 9 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 10 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 11 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 12 is an exemplary configuration diagram of a league
competition database included in the database server;

FIG. 13 is an exemplary configuration diagram of a
ranking database included in the database server;

FIG. 14 is an exemplary screen to be displayed on the
communication terminal according to the first exemplary
embodiment;

FIG. 15 is a flowchart representing a part of the main
processing of a baseball game according to the first exem-
plary embodiment;

FIG. 16 is a flowchart representing a part of the main
processing of the baseball game according to the first
exemplary embodiment;

FIG. 17 is a chart for explaining an exemplary progression
of the baseball game according to the first exemplary
embodiment;

FIG. 18 is a configuration block diagram of a database
server according to a second exemplary embodiment;
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FIG. 19 is a functional block diagram for explaining
functions playing main roles in a game control device
according to the second exemplary embodiment;

FIG. 20 is an exemplary screen to be displayed on a
communication terminal according to the second exemplary
embodiment;

FIG. 21 is a flowchart representing a part of the main
processing of a baseball game according to the second
exemplary embodiment;

FIG. 22 is a chart for explaining an exemplary progression
of the baseball game according to the second exemplary
embodiment;

FIG. 23A is an exemplary screen to be displayed on the
communication terminal in executing a processing of inte-
grating player characters;

FIG. 23B is an exemplary screen to be displayed on the
communication terminal in executing a processing of inte-
grating player characters;

FIG. 23C is an exemplary screen to be displayed on the
communication terminal in executing a processing of inte-
grating player characters;

FIG. 23D is an exemplary screen to be displayed on the
communication terminal in executing a processing of inte-
grating player characters;

FIG. 23E is an exemplary screen to be displayed on the
communication terminal in executing a processing of inte-
grating player characters;

FIG. 24 is a functional block diagram for explaining a
modification of the functions playing main roles in the game
control device according to the exemplary embodiments;

FIG. 25 is an exemplary screen to be displayed on the
communication terminal according to the modification of the
exemplary embodiments;

FIG. 26 is a diagram for explaining an exemplary inter-
class promotion/demotion competition according to the sec-
ond exemplary embodiment; and

FIG. 27 is an exemplary screen for displaying information
regarding prediction of a class set after the promotion/
demotion competition.

DETAILED DESCRIPTION OF THE
EMBODIMENTS

(1) First Exemplary Embodiment
(1-1) Game System Structure

FIG. 1 illustrates an exemplary system configuration of a
game system in an exemplary embodiment. As illustrated in
FIG. 1, the game system includes a plurality of communi-
cation terminals 10a, 105, 10¢ and etc., a game server 20 and
a database server 30. The communication terminals 10a,
105, 10¢ and etc. are connectable to a communication
network NW (e.g., the Internet). The game server 20 is
connected to the communication network NW. Each of the
communication terminals 10a, 105, 10¢ and etc. is a terminal
device to be operated by an individual game player, such as
a portable terminal, PDA (Personal Digital Assistant), a
personal computer or the like. It should be noted that the
communication terminals 10a, 105, 10¢ and etc. will be
hereinafter referred to as “communication terminal(s) 10~
for describing them in common. In the game system, the
game server 20 is embedded with an application operable on
the web browser as a video game application. Each com-
munication terminal 10 is embedded with a web browser
configured to display a webpage provided by the game
server 20. Each game player operates his’her communica-
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tion terminal 10 for executing a video game on the webpage.
The database server 30 stores a variety of information
required for executing the video game as described below.
To read and write the information, the database server 30 is
connected to the game server 20 by means of e.g., a wired
connection.

In addition to the game server 20, an authentication server
may be provided for authenticating respective game players
of the communication terminals 10, although not illustrated
in FIG. 1. Further, in providing a plurality of the game
servers 20 for receiving accesses from a large number of the
communication terminals 10, a load balancer may be pro-
vided for regulating loads among the plural game servers 20.
Yet further, the game server 20 may be configured as a single
server device or as a plurality of server devices among which
functions are distributed.

(1-2) Communication Terminal Structure

The configuration of each communication terminal 10
will be hereinafter explained with reference to FIG. 2.

As represented in FIG. 2, each communication terminal
10 includes a CPU (Central Processing Unit) 11, a ROM
(Read Only Memory) 12, a RAM (Random Access
Memory) 13, an image processing unit 14, an operation
input unit 15, a display unit 16 and a wireless communica-
tion interface unit 17. Further, each communication terminal
10 includes a bus 18 for transmitting control signals or data
signals among components.

The CPU 11 is configured to load a web browser stored in
a ROM 12 into a RAM 13 and runs the web browser therein.
Further, the CPU 11 is configured to obtain data for dis-
playing a webpage, i.e., an HTML (Hyper Text Markup
Language) document and data of objects such as images
associated with the HTML document (hereinafter collec-
tively referred to as “HTML data” on an as-needed basis),
from the game server 20 through the wireless communica-
tion interface unit 17 based on an appropriately specified
URL (Uniform Resource Locator) to be inputted by a game
player using the operation input unit 15 and the like. The
CPU 11 is then configured to interpret the obtained HTML
data. It should be noted that each communication terminal
10 may be embedded with a variety of plug-ins for extending
browsing functions of the web browser.

In obtaining the HTML data, the CPU 11 is configured to
transmit an access request message to the game server 20
through the wireless communication interface unit 17. The
access request message herein includes either a preliminarily
registered game player ID (i.e., a set of game player iden-
tification information) or a game player 1D inputted through
the operation input unit 15.

The web browser is configured to display the webpage
provided from the game server 20 on the display unit 16
through the image processing unit 14 based on the obtained
HTML data. Further, when either a Hyperlink or an object
on the webpage is selected through a game player’s opera-
tion of the operation input unit 15, the web browser is
configured to request the game server 20 to transmit new
HTML data for displaying a webpage corresponding to the
selection.

The image processing unit 14 is configured to display a
webpage on the display unit 16 based on the image data for
display to be provided from the CPU 11 as an analysis result
of'the HTML data. For example, the display unit 16 is a LCD
(Liquid Cristal Display) monitor including thin-film transis-
tors arranged in a matrix manner on a pixel-by-pixel basis.
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The display unit 16 is configured to display the image of the
webpage by driving the thin-film transistors based on the
image data for display.

The operation input unit 15 may include a plurality of
buttons for receiving a game player’s operational input and
an interface circuit that is configured to recognize an input
through press-down of each button and output the input to
the CPU 11. However, FIG. 2 exemplifies a directional
instruction button and a confirmation button as the operation
input unit 15. For example, the directional instruction button
is provided for instructing the CPU 11 to scroll-display a
webpage currently displayed on the display unit 16. On the
other hand, the confirmation button is provided for instruct-
ing the CPU 11 to select one of a plurality of Hyperlinks or
objects displayed on a webpage, which is activated (e.g.,
highlighted) as a result of a game player’s selection. When
the communication terminal 10 is a small portable terminal,
the aforementioned buttons are preferably disposed on the
front face of the communication terminal 10 for allowing a
game player to easily operate the buttons with the thumb of
a hand holding the communication terminal 10.

(1-3) Game Server Structure

The structure of the game server 20 will be hereinafter
explained with reference to FIG. 3.

For example, the game server 20 manages a website of a
match-up game including a plurality of hierarchically struc-
tured webpages. The game server 20 provides a web service
of the match-up game to the communication terminals 10.
As represented in FIG. 3, the game server 20 includes a CPU
21, a ROM 22, a RAM 23, a database (DB) access unit 24
and a communication interface unit 25. Further, the game
server 20 includes a bus 26 for transmitting control signals
or data signals among the components. It should be noted
that the game server 20 may have the same hardware
structure as the general-purpose web servers.

The ROM 22 stores an application program (a game
program in the present exemplary embodiment) configured
to provide the service of displaying a HTML document and
objects such as images (i.e., displaying a webpage) to the
web browser of each communication terminal 10 as a client.

The CPU 21 is configured to load the game program
stored in the ROM 22 into the RAM 23 and run the loaded
game program therein and also execute a variety of process-
ing through the communication interface unit 25.

For example, the CPU 21 is configured to transmit the
HTML data to each communication terminal 10 through the
communication interface unit 25. When the game server 20
herein executes authentication processing for the communi-
cation terminal 10 of each game player, the CPU 21 is in
charge of the authentication processing.

The CPU 21 is configured to execute a variety of pro-
cessing through the communication interface unit in accor-
dance with a Hyperlink or an object selected by each game
player on the webpage displayed on the communication
terminal 10. For example, the processing herein includes
transmission of new HTML data, computation or data pro-
cessing within the game server 20 and etc.

The database access unit 24 is an interface functioning
when the CPU 21 executes data reading and data writing
with respect to the database server 30.

(1-4) Database Server Structure

The database server 30 can be realized by a general-
purpose storage (e.g., a high-capacity hard disc drive, a
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RAID (Redundant Arrays of Inexpensive Disks) type device
and etc.). The CPU 21 is herein allowed to read/write data
from/in respective databases stored in the database server 30
through the database access unit 24 of the game server 20.

FIG. 4 represents an exemplary structure of the database
server 30. FIG. 4 exemplifies databases for realizing the
match-up game to be described. The database server 30
includes a player database 31, a league competition database
32 and a ranking database 33. The contents of the databases
31, 32 and 33 will be hereinafter explained.

(1-5) Overview of Various Functions of Game
Control Device

In the present exemplary embodiment, a game control
device of the present invention is formed by the game server
20 and the database server 30. Any suitable game can be
selected as a game to be executed by the game control device
as long as it is a type of game including an element of a
match-up between game players (i.e., a match-up game)
such as a game simulating a sport (e.g., baseball, football,
etc.) or a game simulating battles. In the following example,
a baseball game (digital card game) is executed as an
exemplary match-up game. In the baseball game, each game
player has a team composed of a plurality of baseball players
(i.e., player characters) and aims at enhancement of abilities
of the player characters or upgrade of a class (alternatively,
an order in the ranking, a rank, etc.) of his/her team (i.e., the
game player) through the match-ups with the other game
players. Each player character is herein configured to be
displayed as a card on each game player’s communication
terminal. Appearance of the player character during a game,
abilities of the player character and so forth are displayed on
the front face of the card. The baseball game is configured
to execute collection of player characters corresponding to
cards, updating of abilities (i.e., enhancement) of player
characters, match-ups with teams of the other game players,
and etc. With reference to FIG. 5, explanation will be
hereinafter given for functions to be realized by the game
control device when the aforementioned game is executed
by the game control device of the present exemplary
embodiment. FIG. 5 is a functional block diagram for
explaining functions playing main roles in the game control
device of the present exemplary embodiment.

In the baseball game of the present exemplary embodi-
ment, two types of match-ups are configured to be pro-
gressed. One is an individual competition (i.e., a first match-
up) configured to be held between player characters
associated with different unique game player IDs in response
to a game player’s operational input at the communication
terminal 10. The other is a league competition (i.e., a second
match-up) configured to be automatically held between
player characters associated with different unique game
player IDs without a game player’s operational input at the
communication terminal 10.

It should be noted that the term “match-up between game
player IDs” will be hereinafter synonymous for the term
“match-up between characters associated with different
unique game player 1Ds”.

A game progressing unit 51 has a function of progressing
the video game configured to be displayed on each game
player’s communication terminal 10 through the webpage
displayed thereon in accordance with a game player’s opera-
tion of the communication terminal 10. For example, as the
game processing unit 51, the CPU 21 of the game server 20
is configured to transmit the HTML data to the communi-
cation terminal 10 through the communication interface unit
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25 for allowing the communication terminal 10 to display a
new webpage in accordance with either Hyperlink or an
object selected by each game player on the currently dis-
played webpage. The CPU 21 is configured to sequentially
transmit new HTML data in accordance with the Hyperlink/
object selected by each game player on the currently dis-
played webpage. Accordingly, the webpage displayed on the
communication terminal 10 is sequentially switched. Each
game player thereby recognizes progression of the video
game.

Further, when receiving an access request message from
the communication terminal 10 through the communication
interface 25 prior to start of the video game, the CPU 21 of
the game server 20, as the game progressing unit 51, is
configured to execute a predetermined authentication pro-
cessing and subsequently recognize a game player ID
included in the access request message from the communi-
cation terminal 10. Yet further, the CPU 21 of the game
server 20 is configured to manage progression of the video
game displayed on the respective communication terminals
10 on a game player ID basis. For example, a game player
ID may be configured to be assigned to a game player after
the game player accesses the website of the baseball game
provided by the game server 20 through the communication
terminal 10 and completes a predetermined procedure.

FIG. 6 is an exemplary webpage to be displayed on the
communication terminal 10 by the game progressing unit
51. The webpage illustrated in FIG. 6 is configured to be
displayed on the communication terminal 10 when each
game player accesses the website of the baseball game
provided by the game server 20 through the communication
terminal 10. The webpage corresponds to a main menu
screen of the baseball game. In the webpage illustrated in
FIG. 6, Hyperlinked text character sequences are displayed

within predetermined areas (objects). For example, the text
character  sequences include “HEADHUNTING”,
“ORDER?”, “ENHANCEMENT”, “DRAWING”,

“MATCH-UP GAME” and “LEAGUE COMPETITION".
For example, when one of the text character sequences is
selected by moving a cursor with the directional instruction
button onto an intended text character sequence and pressing
the confirmation button, the currently displayed screen is
changed into a screen for executing the content of the
selected one of the text character sequences. “HEADHUNT-
ING” herein refers to obtaining a player character. For
example, “HEADHUNTING” can be executed as follows.
When “HEADHUNTING” is selected, a map of Japan
divided into a plurality of regions is displayed on the screen.
When a game player operates a button for selecting a desired
region under the display condition, a predetermined player
character can be obtained from the selected region via a
lottery draw. When “ORDER?” is selected, for instance, in
the case of the baseball game, information of the batting
order of fielders and the order of pitchers (i.e., starter,
set-upper and closer) are displayed together with images,
abilities and etc. of player characters. Under the display
condition, the batting order and the order of pitchers are
configured to be changed by a game player’s operation.
“ENHANCEMENT?” refers to enhancing abilities of a player
character selected by a game player by integrating a plurality
of player characters in response to a game player’s opera-
tion. “DRAWING” refers to selecting one from the group of
a plurality of player characters via a lottery draw in response
to a game player’s operation and giving the selected player
character to the game player. However, the game balance
will be herein lost if the number of times for lottery draws
is unlimitedly available. Therefore, the number of times
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allowed for lottery draws is limited to a predetermined
number of times, for instance, once or twice in a day.
“MATCH-UP GAME” corresponds to the aforementioned
first match-up and refers to a match-up with the other game
player (i.e., an individual competition). When “MATCH-UP
GAME?” is selected, information of the other game players
(i.e., game players having other game player 1Ds) as oppo-
nents is displayed, for instance, together with avatar images
in a list format. A game player is allowed to select a desired
opponent from the list by operating buttons and play a
match-up game with the selected opponent. “LEAGUE
COMPETITION” corresponds to the aforementioned sec-
ond match-up and can be executed in parallel with the
individual competition.

When a game player selects one of the text character
sequences illustrated in FIG. 6 by operating the directional
instruction button and the confirmation button of the opera-
tion input unit 15, the CPU 21 of the game server 20, as the
game progressing unit 51, is configured to recognize a result
of a game player’s selection through the communication
interface unit 25 and transmit new HTML data to the
communication terminal 10. As a result, the display unit 16
of the communication terminal 10 displays a new webpage
in accordance with the result of the game player’s selection.

A storage unit 52 has a function of storing ability values
of player characters in association with game player 1Ds. In
the present exemplary embodiment, the storing unit 52 is
realized by the player database 31 of the database server 30.
It should be noted that, in this specification, the storage unit
52 may refer to an operational function to store data realized
by game control device. The storage unit 52 may refer to the
player database 31 (storage device).

FIG. 7 is an exemplary player database 31 in the baseball
game of the present exemplary embodiment. In the example,
the player database 31 contains data of values of respective
ability items for a plurality of player characters associated
with game player IDs on a game player ID basis. In the
example of FIG. 7, the ability value is set to be in a range
of 0-1000. Each ability item is herein evaluated higher in
proportion to magnitude of the value thereof. FIG. 7 exem-
plifies a player character A having batting ability with a
value of 300, running ability with a value of 450 and fielding
ability with a value of 810. FIG. 7 exemplifies “batting
ability”, “running ability” and “fielding ability” as ability
items (i.e., indices). When the player character is a pitcher,
on the other hand, “ball speed”, “ball control”, “stamina”
and etc. may be used instead of those ability items.

When each game player obtains a game player 1D, default
setting values are set as ability values of player characters
associated with the game player ID. In other words, the CPU
21 of the game server 20 accesses the player database 31 and
writes the default data of the ability values of the player
characters associated with the game player 1D, and in turn,
the player database 31 stores the default data of the ability
values.

A first match-up executing unit 53 is configured to
execute an individual competition (i.e., the first match-up)
between player characters associated with different game
player IDs in response to an operational input at the com-
munication terminal 10 and determine a result of the indi-
vidual competition based on the abilities of the player
characters stored in the storage unit 52 (i.e., the player
database 31 of the database server 30 in the present exem-
plary embodiment).

As the first match-up executing unit 53, the CPU 21 ofthe
game server 20 is firstly configured to determine an oppo-
nent of a game player in the individual competition based on
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a game player’s operational input at the operation input unit
15 of the communication terminal 10. When “MATCH-UP
GAME?” is selected on the webpage illustrated in FIG. 6, for
instance, an exemplary webpage illustrated in FIG. 8 is
displayed as a new webpage for selecting an opponent in the
individual competition. In the exemplary webpage illus-
trated in FIG. 8, respective display regions (objects) corre-
spond to game player IDs and display text character
sequences associated with the game player IDs (team names
“RIC...”,“TOM .. .” and etc. in the case of FIG. 8). In
addition to a text character sequence associated with a game
player ID, each display region may display property data
associated with the game player ID such as a skill level (e.g.,
Lv. XX) of a game player having the game player ID, an
image associated with the game player ID and an avatar.
When a game player executes an operation of selecting one
of the objects associated with the plural game player IDs
with respect to the communication terminal 10, information
of the selected game player 1D is configured to be transmit-
ted to the game server 20. As the first match-up executing
unit 53, the CPU 21 of the game server 20 is consequently
configured to transmit the HTML data to the communication
terminal based on the game player ID selected by the game
player for allowing the communication terminal to display a
webpage to prompt confirmation of the opponent and start of
the match-up game (see FIG. 9 illustrating an exemplary
webpage).

In the example illustrated in FIG. 8, it is preferable to
display the skill levels associated with game player IDs as
prospective opponents in accordance with the ability values
of the player character of the game player ID assigned to a
game player currently selecting an opponent. It is further
preferable to display a skill level corresponding to the ability
values of the player character associated with the game
player ID assigned to the game player currently selecting an
opponent in addition to the skill levels associated with the
game player IDs as the prospective opponents. With the
display configuration, the game player currently selecting an
opponent can select an appropriate opponent by comparing
the skill level associated with his/her game player ID and the
skill levels associated with the game player IDs of the
prospective opponents. For example, it is possible to
exclude, from the prospective opponents, such game player
IDs associated with player characters with ability values
much greater than those of the player character associated
with the game player ID of the game player currently
selecting an opponent.

In transmitting the HTML data for displaying the web-
page exemplified in FIG. 8, the CPU 21 of the game server
20 is configured to access the player database 31 of the
database server 30, read out ability values of the player
characters associated with each game player ID, and deter-
mine the skill levels based on a predetermined criterion
using the read-out ability values.

When a game player executes an operation of selecting
the object containing the text character sequence “PLAY
BALL” on the webpage exemplified in FIG. 9, the selection
result is configured to be transmitted to the CPU 21 of the
game server 20. Accordingly, an individual competition is
configured to be held between player characters associated
with different unique game player IDs. In executing the
individual competition, the CPU 21 of the game server 20,
as the first match-up executing unit 53, is configured to
access the player database 31 of the database server 30
through the database access unit 24 and read out information
of the ability values of the player characters associated with
two game player IDs as opponents. Further, the CPU 21 is
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configured to execute the individual competition between
the player characters associated with the two read-out game
player IDs based on the read-out player characters.

Any suitable method can be employed as a method of
determining win/loss of the individual competition as long
as the ability values of player characters affect win/loss of
the individual competition in the method. For example,
based on comparison between ability values of player char-
acters associated with two unique game players IDs as
opponents, the player character with a greater ability value
may be configured to win the individual competition at a
higher percentage (e.g., a predetermined percentage range of
60-90%). The winning percentage may be set to be higher in
proportion to magnitude of difference between ability val-
ues. When there are plural ability-value items as objects for
comparison as illustrated in FIG. 7, it is possible to set a
comprehensive ability value by weighting each ability-value
item with a predetermined coefficient (e.g., weighting “bat-
ting ability”, “running ability” and “fielding ability” with
0.4, 0.2 and 0.4, respectively, in the example of FIG. 7).

When determining the result of the individual competition
between player characters associated with two unique game
player 1IDs as opponents, the CPU 21 of the game server 20
as the first match-up executing unit 53 is configured to
transmit the HTML data to the communication terminals 10
of the two game players having the unique game player IDs
as opponents for allowing the communication terminals 10
to display a webpage containing the result of the match-up.
In turn, each of the communication terminals 10 is config-
ured to interpret the HTML data received from the game
server 20 and display the match-up result on the display unit
16 thereof. FIGS. 10 and 11 illustrate exemplary screens to
be displayed on the display unit 16. FIG. 10 illustrates an
exemplary webpage to be displayed on the communication
terminal 10 of one game player having a game player 1D
associated with a winning player character of the individual
competition. On the other hand, FIG. 11 illustrates an
exemplary webpage to be displayed on the communication
terminal 10 of the other game player having a game player
1D associated with a losing player character of the individual
competition. In each of FIGS. 10 and 11, an image Sa
illustrates a webpage to be displayed first for showing only
the result of the match-up. On the other hand, an image Sb
illustrates a webpage for showing the result of the match-up
in detail. The webpage of the image Sb is newly displayed
in response to a predetermined operation (an operation of
selecting a predetermined object on the webpage, an opera-
tion of pressing the directional instruction button, etc.) on
the webpage illustrated in the image Sa. It should be noted
that details of the result of the match-up (score, a player
character corresponding to a winning/losing pitcher, etc.)
may be randomly determined.

The webpage exemplified in the image Sa of FIG. 10 or
11 is configured to be displayed in quite a short period of
time (e.g., a few seconds) after a game player selects an
object containing the text character sequence “PLAY
BALL” on the webpage exemplified in FIG. 9. Therefore,
the game player is allowed to know the result of the
match-up in quite a short period of time only through a
simple operation, i.e., an operation of starting the individual
competition (i.e., an operation of selecting the object con-
taining the text character sequence “PLAY BALL”).

A character ability updating unit 54 has a function of
updating ability values of a player character associated with
a game player ID based on the result of the individual
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competition (i.e., the first match-up) on an automatic basis
or in response to a game player’s operation of the commu-
nication terminal.

As the character ability updating unit 54, the CPU 21 of
the game server 20 is configured to access the player
database 31 of the database server 30 and update ability
values of a player character based on the result of the
individual competition between the player character and its
opponent (i.e., player characters associated with different
game player IDs) on an automatic basis or in response to an
operation of the communication terminal by a game player
having the player character. In other words, the CPU 21 is
configured to write new ability values in the player database
31.

When a player character associated with a game player ID
wins the individual competition, the character ability updat-
ing unit 54 is preferably configured to update present ability
values of the player character to be greater than the present
ability values thereof. When a player character associated
with a game player 1D loses the individual competition, by
contrast, the character ability updating unit 54 is preferably
configured to update the present ability values of the player
character to be less than the present ability values thereof. It
should be noted that the amount of change for the ability
values may be arbitrarily set. When plural ability value items
are set as illustrated in FIG. 7, for instance, all the ability
values of a player character may be configured to be
increased or reduced by the same amount. Alternatively, the
amount of change may be randomly set for the ability
values.

A second match-up executing unit 55 is configured to
automatically execute a league competition (i.e., the second
match-up) at least between two player characters associated
with different unique game player IDs without an opera-
tional input at the communication terminal and determine a
result of a match-up in the league competition based on
ability values of the player characters joining in the league
competition stored in the storage unit 52 (i.e., the player
database 31 of the database server 30 in the present exem-
plary embodiment).

The league competition to be executed by the second
match-up executing unit 55 is configured to be held at a
predetermined clock time (e.g., a time set by a timer
embedded in the game server 20). All the game player IDs
may be configured to participate (or register) in the league
competition. Alternatively, only some of the game player
IDs desiring to participate in the league competition may be
configured to participate in the league competition.

The schedule of the league competition may be arbitrarily
set. An exemplary schedule of the league competition may
be set as follows. A player character associated with a given
game player ID participating in the league competition is
configured to play the league competition for five days from
Monday to Friday. The second match-up executing unit 55
is configured to automatically execute match-ups between
player characters associated with different unique game
player 1Ds participating in the league competition at a
predetermined clock time every day for five days without an
operational input at the communication terminal 10. A
player character associated with a given game player 1D
participating in the league competition is configured to play
match-ups with e.g., 15 player characters associated with the
other 15 different unique game player IDs every day. Then,
a ranking (i.e., an order in the ranking) in the league
competition held in the week including the aforementioned
five days is determined based on the results of 75 match-ups
held between the player characters associated with the
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respective game player 1Ds for five days. It should be noted
that a predetermined clock time is set as the scheduled clock
time when the above-configured league competition is held.
However, an alternative configuration may be assumed that
the league competition is automatically held at predeter-
mined intervals such as every six hours. Yet alternatively, the
league competition may be configured to be held every other
day or once in a week without being held everyday.

The second match-up executing unit 55 may be config-
ured to execute a method of determining win/loss of a
match-up, similarly to the first match-up executing unit 53.
In other words, any method can be herein employed as long
as ability values of player characters affect win/loss of a
match-up in the method.

It should be noted that it takes a predetermined period of
time for determining the results of all the match-ups in the
league competition and ability values of a player character
can be updated in accordance with execution of individual
competition even in the predetermined period of time.
Therefore, copy data of the player database 31 is configured
to be created at a clock time when the league competition is
started, and ability values of a player character stored in the
copy data are configured to be referred to during processing
of the second match-up executing unit 55. Accordingly, the
ability values of a player character (i.e., the very data of the
player database 31) can be continued to be updated by the
character ability updating unit 54 even during processing of
the second match-up executing unit 55.

The second match-up executing unit 55 is configured to
record results of match-ups in the league competition(s) at
least for a predetermined term in the past. As the second
match-up executing unit 55, the CPU 21 of the game server
20 is specifically configured to access the database server 30
and write the results of the match-ups in the league com-
petition(s) in the league competition database 32 stored in
the database server 30.

Now, FIG. 12 illustrates an example of the league com-
petition database 32. In the example illustrated in FIG. 12,
the league competition is held everyday and results of
match-ups in the league competition are recorded on a
day-by-day basis. In the example of FIG. 12, a result of each
match-up in each league competition contains a match-up ID
for specifying each match-up, a game player ID associated
with a winning player character (i.e., a winning game player
ID), a game player ID associated with a losing player
character (i.e., a losing game player ID), scores and the other
data (e.g., data of a player character corresponding to a
winning pitcher).

The second match-up executing unit 55 is configured to
record and sequentially update the ranking of a game player
ID in the league competition. As the second match-up
executing unit 55, the CPU 21 of the game server 20 is
specifically configured to access the league competition
database 32 of the database server 30, read out the results of
the past match-ups within a league competition and calculate
the ranking for a game player ID based on the read-out
results of the match-ups. The CPU 21 is then configured to
access the database server 30 and write the calculated
ranking in the ranking database 33 stored in the database
server 30. When the league competition is consecutively
held everyday for five days, for instance, the CPU 21 is
configured to calculate the ranking of each game player ID
at the timing when all the match-ups are finished on the date
and write the ranking in the ranking database 33. Accord-
ingly, the ranking of each game player ID is updated in the
ranking database 33 everyday.
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Now, FIG. 13 illustrates an example of the ranking
database 33. In the example illustrated in FIG. 13, rankings
of game player IDs are sequentially recorded therein in a
descending order from the first to the last, and further, the
numbers of wins, losses and ties in the league competition
are recorded therein on a game player ID basis.

A notifying unit 56 is configured to notify each game
player’s communication terminal 10 of results of match-ups
in a single or plurality of the league competitions (i.e., the
second match-up) either for a predetermined term in the past
or at a predetermined number of times and/or the ranking
(order in the ranking) of each game player ID based on the
results of the match-ups. The predetermined term in the past
may refer to a week before the week of the day when the
video game is executed, or alternatively, refer to a term
immediately before the day when the video game is
executed or the preceding day of the day when the video
game is executed.

When recognizing that “LEAGUE COMPETITION” is
selected on the webpage illustrated in FIG. 6, for instance,
the CPU 21 of the game server 20 as the notifying unit 56
is configured to transmit the HTML data to each game
player’s communication terminal 10 for allowing it to dis-
play a webpage containing the results of match-ups in an
immediate league competition, and/or, a game-player-1D
based ranking based on the results of match-ups in a single
or plurality of league competitions either for a predeter-
mined term in the past or at a predetermined number of
times. FIG. 14 illustrates an exemplary webpage to be
displayed on the communication terminal 10 as a result of
interpretation of the HTML, data. The exemplary webpage
illustrated in FIG. 14 displays the result in the league
competition on a game player ID basis (e.g., a result of 45
wins and 15 losses and 6573rd ranking). The webpage
exemplified in FIG. 14 is configured to be scrolled by means
of the directional instruction button of the operation input
unit 15 of the communication terminal 10 or the like in order
to display information of the league competition regarding
the respective seasons (the forth, fifth and sixth seasons).
Also, FIG. 14 is an exemplary screen regarding a specific
date when the fifth season of the league competition is being
held. From bottom to top, the exemplary screen sequentially
displays the results of the match-ups in the fourth season of
the league competition, the results of the match-ups in the
fifth season of the league competition, a schedule for match-
ups in the sixth season of the league competition and the
comprehensive win/loss results and ranking in the present
league competition.

As described above, the notifying unit 56 is herein con-
figured to transmit the HTML data to each game player’s
communication terminal 10 for allowing it to display the
webpage containing the game-player-ID based ranking
based on the results of the match-ups in the league compe-
tition as illustrated in FIG. 14. Except for information of
characters and images, any suitable type of information may
be herein notified as long as each game player can recognize
the information contents. The suitable type of information
may include voice information, vibrations, and the other
tactually detectable information.

In the aforementioned exemplary embodiment, each game
player’s communication terminal 10 is configured to be
notified of the results of match-ups in a single or plurality of
league competitions (i.e., the second match-up) either for a
predetermined term in the past or at a predetermined number
of times, and/or, the ranking (order in the ranking) based on
the results of the match-ups on a game player ID basis.
However, each game player’s communication terminal 10
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may be notified of an evaluation value on a game player 1D
basis instead of the ranking (order in the ranking) on a game
player ID basis. The evaluation value refers to an index
value for evaluating results of match-ups of a game player
based on a criterion different from the ranking (order in the
ranking). For example, as will be explained in Modification
2 later, the evaluation value may be a point value obtained
by converting a winning rate in the league competition.
Alternatively, each game player’s communication terminal
10 may be notified of the ranking within a class instead of
the ranking (order in the ranking) on a game player ID basis.
Specifically, all the rankings in a class may be divided into
ten sub-classes where the class 1 is set as the highest while
the class 10 is set as the lowest. Each game player’s
communication terminal 10 may be notified of a rank (i.e.,
class) that the game player ID of each game player is
currently classified. Yet alternatively, as will be explained in
Modification 6 later, each game player’s communication
terminal 10 may be configured to be notified of information
regarding prediction of a class to which the game player 1D
of each game player is classified after a promotion/demotion
competition (i.e., the third match-up) based on the results of
the match-ups in the league competition (i.e., the second
match-up) in a display manner with “PROMOTION
RANGE”, “DEMOTION TRANGE” and etc.

FIG. 14 illustrates remaining time to start match-ups of
the next season (i.e., the sixth season) of the league com-
petition. Thus, the notifying unit 56 is preferably configured
to preliminarily notify each game player’s communication
terminal 10 of the clock time in the real world when the
league competition (i.e., the second match-up) is started.
Accordingly, each game player can get the clock time in the
real world when the league competition is started. Each
game player is thereby allowed to prepare for enhancement
of ability values of a player character by playing the indi-
vidual competition in a deliberate manner by the next clock
time when the league competition is started in order to allow
the player character to participate in the league competition
as advantageously as possible.

As described above, ability values of a player character is
updated based on a result of the individual competition and
the updated player character plays the league competition.
Therefore, each game player is motivated to win a lot of
match-ups in the individual competition by the preliminarily
notified clock time in the real world when a league compe-
tition is started in order to enhance ability values of a player
character associated with his/her game player ID by the
preliminarily notified clock-time in the real world. In other
words, according to the game control device, each game
player comes to deliberately play the individual competition
in consideration of the aforementioned clock time when the
league competition is started (i.e., each game player comes
to perform an operation of the communication terminal for
the individual competition). In short, the game control
device can highly motivate each game player to play the
individual competition and can attract each game player
further to the video game.

(1-6) Main Processing Flow of Baseball Game

Next, an exemplary processing flow of the baseball game
according to the present exemplary embodiment will be
explained with reference to the flowcharts represented in
FIGS. 15 and 16. FIG. 15 is a flowchart from the activation
of the web browser of a communication terminal 10 to the
execution of a processing of updating ability values of a
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player character. FIG. 16 is a flowchart for representing a
processing of executing the league competition (i.e., the
second match-up).

Firstly with reference to FIG. 15, a communication ter-
minal 10 receives a predetermined game player’s opera-
tional input at the operation input unit 15 and activates the
web browser (Step S10). After the activation of the web
browser, the communication terminal 10 receives a prede-
termined game player’s operational input at the operation
input unit 15 and accesses the website of the baseball game
provided by the game server 20 (Step S20). It is herein
assumed that the game player operating the communication
terminal 10 has already obtained a unique game player 1D.
After this point of time, the game server 20 manages a game
player’s access through the communication terminal 10 on a
game player 1D basis.

When the communication terminal 10 accesses the web-
site of the baseball game, the game progressing unit 51 is
activated. The game progressing unit 51 causes the commu-
nication terminal 10 to display the webpage of the main
menu as illustrated in FIG. 6 (Step S30). When “MATCH-
UP GAME?” is selected on the main menu (YES: Step S40),
the game progressing unit 51 causes the communication
terminal 10 to display a list of opponents (List of game
player 1Ds, see FIG. 8) as a new webpage (see the example
in FIG. 8) for selecting an opponent in the individual
competition (Step S50).

Next, when any one of the opponents (i.e., the game
player IDs) is selected through an appropriate game player’s
operation with respect to the operation input unit 15 of the
communication terminal 10 (YES: Step S60), the first
match-up executing unit 53 transmits the HMTL data to the
communication terminal 10 for allowing it to display the
webpage (exemplified in FIG. 9) for prompting confirmation
of the opponent and starting of the match-up based on the
game player ID as the opponent selected by the game player.
Subsequently, when starting of the match-up is instructed
through a selection operation on the webpage displayed on
the communication terminal 10, the first match-up executing
unit 53 executes the individual competition between a player
character associated with the game player ID of the game
player herein operating the communication terminal 10 and
a player character associated with the game player ID
selected as the opponent of this game player. The first
match-up executing unit 53 determines a result of the
individual competition based on the ability values of the
player characters stored in the storage unit 52 (i.e., the player
database 31 of the database server 30 in the present exem-
plary embodiment) (Step S80). The result of the individual
competition is determined based on the ability values of the
player characters associated with the game player IDs as
opponents. For example, the first match-up executing unit 53
compares the ability values of the player characters associ-
ated with two game player IDs as opponents, and determines
the match-up result for allowing the player character with a
greater ability value to win the match-up at a higher prob-
ability. It should be noted that the match-up result is deter-
mined in a quite short period of time.

Once determining the result of the individual competition,
the first match-up executing unit 53 transmits the HTML
data to the communication terminals 10 of two game players
having the game player IDs as opponents for allowing them
to display the webpage containing the match-up result.
Accordingly, the match-up result is displayed on (i.e., noti-
fied to) the communication terminals 10 through display of
the webpage (Step S90).
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Next, the character ability updating unit 54 is activated.
Specifically, the character ability updating unit 54 updates
the ability values of the player characters associated with the
game player IDs stored in the storage unit 52 (i.e., the player
database 31) based on the result of the individual competi-
tion (Step S100). When a player character associated with a
given game player ID wins the individual competition, for
instance, the character ability updating unit 54 updates the
ability values of the player character to be increased from the
present values thereof. When the player character associated
the given game player ID loses the individual competition,
by contrast, the character ability updating unit 54 updates the
ability value of the player character to be reduced from the
present values thereof. Therefore, each game player comes
to actively play the individual competition for enhancing the
ability values of the player character associated with his/her
game player ID. From the standpoint of each game player,
the individual competition can be executed by a quite simple
operation. Further, the game server 20 is not required to
execute a complex computation processing for the match-
up. Therefore, a game player can get the match-up result
quite easily in a short time.

Next, an execution processing of a league competition
will be hereinafter explained with reference to FIG. 16. It
should be noted the execution processing will be explained
using an exemplary case in which the league competition is
held for five days from Monday to Friday as illustrated in
FIG. 17. In this case, the rankings of the game player IDs are
determined based on the results of the first to fifth seasons
for five days in the league competition. As described above,
it is preferable to start the respective seasons of the league
competition at a fixed clock time preliminarily notified to
game players, such as at three o'clock in the afternoon in the
real world.

At a clock time when the league competition is started
everyday from Monday to Friday in FIG. 16 (YES: Step
S200), the second match-up executing unit 55 is activated.
The second match-up executing unit 55 is automatically
activated without an operational input at the communication
terminal 10 by a game player having a game player 1D
participating in the league competition. When the first
season of the league competition is held, for instance, the
second match-up executing unit 55 determines match-up
combinations in the first season of the league competition,
i.e., match-up combinations of a player character associated
with a given game player ID and player characters associ-
ated with a predetermined number of the other game player
IDs (Step S210). When determining the match-up combi-
nations, the second match-up executing unit 55 then refers
to the player database 31 and determines results of the
match-ups based on the ability values of the player charac-
ters, i.e., so that differences between the ability values of the
player characters can affect wins/losses of the match-ups
(Step S220). In the first season of the league competition,
match-up results are determined for totally MxN match-ups
where “M” is set as the number of match-ups held for a
player character of each game player ID and “N” is set as the
number of game player IDs participating in the league
competition. After determining the match-up results, the
second match-up executing unit 55 records the match-up
results in the first season of the league competition into the
league competition database 32, and simultaneously, records
rankings of the game player IDs based on the match-up
results in the first season of the league competition into the
ranking database 33 (Step S230). Subsequently, the notify-
ing unit 56 notifies, to the communication terminals 10 of
the game players associated with the respective game player
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IDs participating in the league competition, the match-up
results in the first season of the league competition and the
rankings of the game player IDs at the point of time when
the first season of the league competition is finished (Step
S240). When a game player selects “LEAGUE COMPETI-
TION” on the webpage as exemplified in FIG. 6, the
notification may be executed by displaying, on the game
player’s communication terminal 10, the website containing
the match-up results in the first season of the league com-
petition and the ranking of the game player ID of the game
player at the point of time when the first season of the league
competition is finished.

On the next day at a clock time when the second season
of the league competition is started, the aforementioned
processing in Steps S200 to S240 is similarly executed. In
this case, opponents of a player character of a given game
player 1D are preferably all different from the opponents of
the player character in the first season of the league com-
petition. Next in Step S230, the second match-up executing
unit 55 records the results of the match-ups in the second
season of the league competition in the league competition
database 32 and further records rankings of the game player
IDs in the ranking database 33 based on the results of all the
match-ups in the league competition so far (i.e., the first and
second seasons of the league competition in this case). The
processing will be similarly executed for the third and
subsequent seasons of the league competition.

When the fifth season of the league competition is fin-
ished, data of all the results of the match-ups in the respec-
tive first to fifth seasons of the league competition are
reliably recorded in the league competition database 32,
whereas the rankings of game player IDs, at the point of time
when the fifth season of the league competition is finished
(i.e., in consideration of the results of the match-ups in the
first to fifth seasons of the league competition), are reliably
recorded in the ranking database 33.

When the first to fifth seasons of the league competition
are held for five days from Monday to Friday as illustrated
in FIG. 17, a game player is allowed to access, through the
web service to be provided from the game server 20 every-
day, the results of match-ups of a player character associated
with his/her game player ID in each season of the league
competition and the ranking of his/her game player ID at the
point of time of access by performing an appropriate opera-
tion of the communication terminal 10.

Now, the relation between the individual competition (i.e.,
the first match-up) and the league competition (i.e., the
second match-up) will be explained with reference to FIG.
17. As described above, the league competition is started and
executed at a fixed clock time everyday for five days from
Monday to Friday. By contrast, the individual competition is
configured to be held in response to a game player’s opera-
tional input at the communication terminal 10. Therefore,
the individual competition and the league competition are
progressed independently from each other. When ability
values of a player character associated with a given game
player ID is herein updated in accordance with a result of the
individual competition, a match-up is executed based on the
updated ability values in the next league competition to be
held after the updating. A case is herein assumed in which
a player character associated with a given game player ID
wins the individual competition on Monday (i.e., a day when
the first season of the league competition is held) as illus-
trated in FIG. 17 and the ability values of the player
character are accordingly increased. In this case, the player
character associated with the given game player ID plays the
match-up using the enhanced ability values in the second
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season of the league competition on the next day (i.e.,
Tuesday). In FIG. 17, each of the arrowed lines indicates
relation between the individual competition and the league
competition of one of the seasons in which ability values of
a player character, updated as a result of the individual
competition, are reflected.

Therefore, the baseball game will motivate each game
player to enhance ability values of a player character by
making the player character win the match-ups of the
individual competitions as many as possible in order to
obtain a better result in the league competition in which
many game players participate. Each game player is herein
required to operate the communication terminal 10 only in
the individual competition. With a simple operation, each
game player can feel a sense of playing not only the
match-up of the individual competition but also the match-
up in the next league competition in which updated ability
values of the player character are reflected. The result of the
league competition is herein notified to each game player’s
communication terminal 10. Therefore, each game player
can get the result of the league competition after the indi-
vidual competition. In other words, each game player can
recognize, as the result of the league competition, the effect
of the enhanced ability values of a player character in the
individual competition. Thus, each game player naturally
expects notification of the result of the league competition.
Therefore, the video game can realize a highly amusing
match-up game for allowing a game player to play the game
with a simple operation of the communication terminal 10
without getting the game player bored. Further, a player
character, having abilities enhanced as a result of the indi-
vidual competition, is configured to play the league compe-
tition that is different from the individual competition.
Therefore, each game player can feel a game element as if
a player character were nurtured in the individual competi-
tion and the nurtured player character were sent to the league
competition. Additionally, in the present configuration, each
game player is required to perform an operation only in the
individual competition and the league competition is auto-
matically progressed in parallel to the individual competi-
tion. Thus, the video game is speedily progressed and is
thereby suitable as social games or the like requiring a
simple operation and a quick play result.

(2) Second Exemplary Embodiment

A second exemplary embodiment of the present invention
will be hereinafter explained. Unless particularly mentioned,
the following exemplary embodiment and its modifications
are basically similar to the first exemplary embodiment
regarding the structures and actions of the communication
terminal 10 and the game server 20, the respective units (i.e.,
functions) to be executed by the game control device and the
main processing flow in the baseball game.

As illustrated in FIG. 18, a database server 30a of the
present exemplary embodiment is different from the data-
base server 30 (see FIG. 4) in that a promotion/demotion
competition database 34 is herein additionally provided. As
illustrated in FIG. 7, each game player ID is associated with
a class in the player database 31. In the example of FIG. 7,
a game player ID of “000001” is associated with the class 1.

In the present exemplary embodiment, each game player
1D is associated with any one of a plurality of classes. It is
herein possible to arbitrarily set class categories. For
example, it is possible to set hierarchical class categories
from a beginner class (or a novice class, e.g., class 1) to a
master class (or a senior class, e.g., class 5). Further, each
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game player plays the baseball game of the present exem-
plary embodiment for promoting his/her game player ID to
a higher ranked class in addition to the game element
explained in the first exemplary embodiment. It should be
noted that class updating (changing of a class) to be executed
in a promotion/demotion competition can include promotion
to a higher ranked class, demotion to a lower ranked class
and maintenance of the status quo (i.e., remaining in the
same class).

(2-1) Overview of Various Functions in Game
Control Device

FIG. 19 is a functional block diagram for explaining
functions playing main roles in the game control device of
the present exemplary embodiment. The functional block
diagram of FIG. 19 is different from that of FIG. 5 in that a
third match-up executing unit 57 and a class managing unit
58 are herein additionally provided.

The third match-up executing unit 57 is configured to
automatically execute a promotion/demotion competition
(i.e., a third match-up) between player characters associated
with different unique game player IDs without an opera-
tional input at the communication terminal 10 and determine
a result of the promotion/demotion competition based on the
ability values of the player characters stored in the storage
unit 52 (i.e., the player database 31 of the database server 30
in the present exemplary embodiment). In short, the promo-
tion/demotion competition (i.e., the third match-up) is a type
of match-up held between a given game player having a
game player ID and an opponent having another game
player ID on the background (i.e., in parallel to the other
type of match-up), similarly to the league competition (i.e.,
the second match-up).

The promotion/demotion competition to be executed by
the third match-up executing unit 57 is configured to be held
at a predetermined clock time (e.g., clock time set by the
timer embedded in the game server 20). All the game player
IDs may be configured to participate in the promotion/
demotion competition. Alternatively, only some of the game
player IDs desiring to participate in the promotion/demotion
competition may be configured to participate in the promo-
tion/demotion competition. Further, the schedule of the
promotion/demotion competition may be arbitrarily set. For
example, the promotion/demotion competition may be held
between two consecutive league competitions.

Similarly to the first match-up executing unit 53, the third
match-up executing unit 57 may be configured to execute a
method of determining win/loss of a match-up. In other
words, any method can be herein employed as long as ability
values of player characters affect win/loss of a match-up in
the method.

The third match-up executing unit 57 is configured to
record a result of the promotion/demotion competition. As
the third match-up executing unit 57, the CPU 21 of the
game server 20 is specifically configured to access the
database server 30a and write the result of the promotion/
demotion competition in the promotion/demotion competi-
tion database 34 stored in the database server 30a.

The class managing unit 58 is configured to manage each
game player ID associated with any one of a plurality of
classes. Further, the class managing unit 58 is configured to
determine which of the following options should be
executed based on the result of the promotion/demotion
competition: promotion of the present class of each game
player ID to a higher ranked class; demotion of the present
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class of each game player ID to a lower ranked class; and
maintaining (unchanging) the present class of each game
player ID.

As the class managing unit 58, the CPU 21 of the game
server 20 is specifically configured to access the database
server 30a, read out the result of the promotion/demotion
competition stored in the promotion/demotion competition
database 34, and determine which of the following options
should be executed based on the read-out result of the
promotion/demotion competition: promotion of the present
class of each game player ID to a higher ranked class;
demotion of the present class of each game player ID to a
lower ranked class; and unchanging (maintaining) the pres-
ent class of each game player ID. Any suitable method can
be employed as a method of updating a class based on a
result of the promotion/demotion competition. For example,
it is herein possible to apply a predetermined promotion/
demotion criterion preliminarily set for a result of the
promotion/demotion competition. For example, the criterion
may be set as follows. The present class is promoted to an
immediately higher class when the winning rate is greater
than or equal to 0.700 in match-ups in the promotion/
demotion competition. Further, the present class is demoted
to an immediately lower class when the winning rate is less
than or equal to 0.300 in match-ups in the promotion/
demotion competition. Yet further, the present class may be
maintained when the winning rate is greater than 0.300 and
less than 0.700 in match-ups in the promotion/demotion
competition.

When determining a new (updated) class for each game
player ID, the class managing unit 58 is configured to assign
a new class to each game player ID. As the class managing
unit 58, the CPU 21 of the game server 20 is specifically
configured to access the database server 30a and write the
new class for each game player ID in the player database 31.

In the present exemplary embodiment, when recognizing
that “LEAGUE COMPETITION” is selected on the web-
page illustrated in FIG. 6, for instance, the CPU 21 of the
game server 20 as the notifying unit 56 is configured to
transmit the HTML data to each game player’s communi-
cation terminal 10 for allowing it to display the webpage
containing the results of match-ups in the promotion/demo-
tion competition as well as the results of match-ups in the
immediate league competition, and/or, a game-player-1D
based ranking based on the results of match-ups in a single
or plurality of league competitions either for a predeter-
mined term in the past or at a predetermined number of
times. FIG. 20 illustrates an exemplary webpage to be
disposed on the communication terminal 10 as a result of
interpretation of the HTML data. Compared to the webpage
illustrated in FIG. 14, the exemplary webpage of FIG. 20
additionally displays results of match-ups in the promotion/
demotion competition and result of the class updating in the
display field of the league competition result. FIG. 20
illustrates an exemplary case in which a given game player
1D is promoted to an immediately higher class as a result of
the promotion/demotion competition held last week (18
wins and 6 losses) but is demoted to an immediately lower
class as a result of the promotion/demotion competition held
this week (3 wins and 7 losses).

Similarly to the league competition (i.e., the second
match-up), the notifying unit 56 is herein preferably con-
figured to preliminarily notify each game player’s commu-
nication terminal 10 of the clock time in the real world when
the promotion/demotion competition (i.e., the third match-
up) is started.
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(2-2) Processing Flow of Promotion/Demotion
Competition of Baseball Game

Next, an exemplary processing flow of the promotion/
demotion competition of the baseball game of the present
exemplary embodiment will be hereinafter explained with
reference to a flowchart of FIG. 21. FIG. 21 is a flowchart
for representing the processing of executing the promotion/
demotion competition (i.e., the third match-up).

The processing of executing the promotion/demotion
competition will be hereinafter explained with reference to
FIG. 21. The processing will be herein explained based on
an exemplary case as illustrated in FIG. 22 in which the
league competition is held for five days from Monday to
Friday and the promotion/demotion competition is then held
on Saturday in the same week. It is herein preferable to start
the promotion/demotion competition at a fixed clock time
preliminarily notified to each game player, for instance, at
three o’clock in the afternoon on Saturday in the real world.

As represented in FIG. 21, the third match-up executing
unit 57 is activated at the clock time on Saturday when the
promotion/demotion competition is held (YES: Step S300).
The third match-up executing unit 57 is automatically
executed without a game player’s operational input at the
communication terminal 10. In executing the promotion/
demotion competition, the third match-up executing unit 57
determines the match-up combinations in the promotion/
demotion competition, i.e., combinations of match-ups
between a player character associated with a given game
player 1D and player characters of a predetermined number
of'the other game player IDs (Step S310). When determining
the match-up combinations, the third match-up executing
unit 57 then refers to the player database 31 and determines
results of the match-ups based on the ability values of the
game players, i.e., so that difference of the ability values of
the player characters can affect win/loss in the match-ups
(Step S320). When determining the results of the match-ups
in the promotion/demotion competition, the third match-up
executing unit 57 records the results in the promotion/
demotion competition database 34.

Next, the class managing unit 58 updates a class of each
game player ID based on the preliminarily set criterion (Step
S330). The class managing unit 58 herein refers to the results
of the match-ups in the promotion/demotion competition
recorded in the promotion/demotion competition database
34 and determines a new class of each game player ID using
the aforementioned criterion. The class managing unit 58
then records the new class of each game player ID in the
player database 31. Next, the notifying unit 56 notifies the
results of the match-ups in the promotion/demotion compe-
tition and the result of the class updating to the communi-
cation terminal 10 of each game player having a unique
game player ID (Step S340). It should be noted that the
notification can be executed by causing the communication
terminal 10 to display a webpage containing the result of the
promotion/demotion competition as well as the result of the
league competition, for instance, when each game player
selects “LEAGUE COMPETITION” on the webpage exem-
plified in FIG. 6.

With reference to FIG. 22, the relation between the
individual competition (i.e., the first match-up) and the
promotion/demotion competition (i.e., the third match-up)
will be hereinafter explained. FIG. 22 is a diagram obtained
by further adding a progression aspect of the promotion/
demotion competition to FIG. 17. FIG. 22 represents a case
in which the league competition is held for five days from
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Monday to Friday and the promotion/demotion competition
is held on Saturday in the same week.

In this case, the promotion/demotion competition is
started and executed at a fixed clock time on Saturday. By
contrast, the individual competition is executed in response
to a game player’s operational input at the communication
terminal 10. Therefore, the individual competition and the
promotion/demotion competition are progressed indepen-
dently from each other. When ability values of a player
character associated with a given game player ID is herein
updated in accordance with a result of a match-up of the
individual competition, a match-up is held based on the
updated ability values in the promotion/demotion competi-
tion to be held after the ability updating. For example, a case
is herein assumed in which a player character associated
with a given game player ID plays and wins the individual
competition and the ability values of the player character are
accordingly increased on Friday (i.e., the day when the fifth
season of the league competition is held) as illustrated in
FIG. 22. In this case, the player character associated with the
given game player ID plays match-ups using the enhanced
ability values in the promotion/demotion competition on the
next day (i.e., Saturday). In FIG. 22, each of the arrowed
lines indicates relation between the individual competition
and either one of the seasons of the league competition or the
promotion/demotion competition in which ability values of
a player character, updated as a result of the individual
competition, are reflected.

In the game control device of the present exemplary
embodiment, a game player ID of each game player is
associated with any one of a plurality of classes. Each game
player having a unique game player ID experiences change
of his/her ranked class depending on a result of the promo-
tion/demotion competition. Therefore, the game control
device of the present exemplary embodiment motivates each
game player to make his/her player character win the pro-
motion/demotion competition for upgrading the class of
his/her game player ID to a higher class. On the other hand,
the promotion/demotion competition is configured to be
automatically held without an operational input at the com-
munication terminal 10. Therefore, each game player is not
required to perform any operation with respect to the com-
munication terminal 10 in executing the promotion/demo-
tion competition. As described above, however, the ability
values of a player character are updated based on the result
of'a match-up of the individual competition and the promo-
tion/demotion competition is held by the player character
with the updated ability values. From the standpoint of each
game player, the result of a match-up of the individual
competition indirectly affects the result of the match-up in
the promotion/demotion competition. Thus, each game
player can feel a sense of executing not only the individual
competition but also the league competition and further the
promotion/demotion competition only by executing an
operational input regarding the individual competition into
the communication terminal 10.

In the present exemplary embodiment, each game player
is motivated to achieve a better result not only in the league
competition but also in the promotion/demotion competition
to be held after the league competition. In other words, the
game control device reliably motivates each game player to
make his’her player character win match-ups of the indi-
vidual competition as much as possible and thereby increase
the ability values of his/her player character in order to
achieve a better result in the promotion/demotion competi-
tion and upgrade the present class to a higher class. Each
game player is herein only required to perform an operation
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regarding the individual competition with respect to the
communication terminal 10. With such a simple operation,
each game player can feel a sense of executing not only the
individual competition but also the league competition and
further the promotion/demotion competition. As exemplified
in FIG. 20, the result of the promotion/demotion competition
is herein preferably configured to be notified to each game
player’s communication terminal 10. In this case, each game
player is allowed to know the result of the promotion/
demotion competition after the individual competition and
the league competition. In other words, each game player is
also allowed to know, as the result of the promotion/
demotion competition, an effect of enhancement of the
ability values of his/her player character in the individual
competition. Therefore, each game player naturally expects
notification of the result of the promotion/demotion compe-
tition. Consequently, the game control device can realize a
highly amusing match-up game for allowing a game player
to play the video game with a simple operation without
getting the game player bored.

(3) Preferred Modifications for First and/or Second
Exemplary Embodiment(s)

Some preferable modifications for the first and/or second
exemplary embodiment(s) will be hereinafter explained. It
should be noted that a given modification for one of the first
and second exemplary embodiments can be obviously
applied as a modification of the other of the first and second
exemplary embodiments. Without particularly mentioned,
each modification is basically the same as the aforemen-
tioned respective exemplary embodiments regarding the
configuration and actions of the communication terminal
and the game server, respective units to be executed by the
game control device and the main processing flow of the
baseball game.

(3-1) Modification 1

In the first exemplary embodiment and/or the second
exemplary embodiment, the character ability updating unit
54 may employ the aforementioned “ENHANCEMENT” of
a player character, i.e., a method of enhancing a player
character by integrating a plurality of player characters, as a
method of updating the ability of a player character.
Enhancement of a player character (i.e., the integration
processing for player characters) may be executed as fol-
lows.

In a modification 1, the first match-up executing unit 53
is herein configured to give enhanced points (i.e., points for
ability updating) to a game player ID associated with a
winning player character in the individual competition (i.e.,
the first match-up). The character ability updating unit 54 is
then configured to consume the predetermined amount of
enhanced points in accordance with a predetermined game
player’s operation (e.g., the operation of selecting
“ENHANCEMENT” in FIG. 6) for integrating a plurality of
player characters already possessed by the game player (i.e.,
player characters associated with the game player ID cor-
responding to the game player). For example, the integration
processing may be executed as follows. A player character
A (hereinafter simply referred to as a player A) is herein set
as a player character as an enhancement target (i.e., a player
character specified by a game player as a player character to
be left after the integration processing), while a player
character B (hereinafter simply referred to as a player B) is
herein set as a player character to be integrated with the
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player A and disappear after the integration. In the integra-
tion processing, the CPU 21 may be herein configured to
calculate ability values of a new player A by adding a
predetermined ratio of the value of each ability item (i.e.,
batting ability, running ability, fielding ability) of the player
B to the value of the corresponding ability item (i.e., batting
ability, running ability, fielding ability) of the player A.
Through the integration processing, ability features of the
player B are reflected in the player A. After the integration
processing, the CPU 21 is configured to delete the data of the
player B from the data of the target game player ID. It should
be noted that the enhancement points, associated with each
game player ID, is stored in the player database 31 as the
data to be cumulatively increased every time a correspond-
ing player character wins the individual competition (i.e.,
the first match-up). After the integration processing, the
CPU 21 is configured to access the player database 31 and
reduce the enhancement points of each game player ID by a
predetermined amount.

In the aforementioned exemplary case, a predetermined
ratio of each ability value (i.e., the value of each ability item)
of the player B is added to the corresponding ability value
(i.e., the value of the corresponding ability item) of the
player A as a method of calculating new ability values of the
player A. However, the method of calculating new ability
values of the player A is not limited to the above. For
example, comprehensive ability level data may be prepared
for each player character and ability updating may be
executed based on the comprehensive ability level data.

An exemplary screen to be displayed on the communica-
tion terminal 10 regarding the aforementioned integration
processing of player characters will be hereinafter explained
with reference to FIGS. 23A to 23E. FIGS. 23A to 23E are
exemplary screens to be sequentially displayed in response
to an operation of the communication terminal 10.

When recognizing that “ENHANCEMENT” is selected
on the webpage illustrated in FIG. 6, for instance, the CPU
21 of the game server 20 is configured to transmit the HTML
data to the communication terminal 10 for allowing it to
display a webpage to prompt a game player to seclect a
plurality of player characters as integration targets. As
illustrated in FIG. 23 A, an exemplary webpage to be herein
firstly displayed is a list of enhancement-specified players
(i.e., player characters as enhancement targets). A game
player is herein allowed to select an enhancement-specified
player on the webpage illustrated in FIG. 23 A by performing
a scrolling operation and pressing the confirmation button.
When the enhancement-specified player is selected, a list of
players to be integrated (i.e., player characters configured to
disappear after integration) is then configured to be dis-
played as illustrated in FIG. 23B. A game player is herein
allowed to select at least a player to be integrated with the
enhancement-specified player on the webpage illustrated in
FIG. 23B by performing a scrolling operation and pressing
the confirmation button. FIG. 23C is a confirmation screen
illustrating an exemplary case in which the player A is
selected as an enhancement-specified player and the player
B is selected as a player to be integrated with the player A.
When an operation of selecting a menu of “ENHANCE” is
herein performed, the result of the selection operation is
transmitted to the game server 20. Based on the received
result of the selection operation, the CPU 21 of the game
server 20 is configured to calculate new ability values of the
player A and access the player database 31 for deleting the
data of the player B from the data of the corresponding game
player ID. The CPU 21 is then configured to transmit the
HTML data, containing a value indicting a level of increase
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in the new ability values, to the communication terminal 10.
In response to receipt of the HTML data, the communication
terminal 10 is configured to display a rendition that cards of
the players A and B are overlapped and integrated and then
only the card of the player A is displayed, as illustrated in
FIGS. 23D and 23E. As illustrated in FIG. 23E, it is
preferable to quantitatively display the level of increase in
the ability values of the player A as the enhancement target
(132% in the example of FIG. 23E).

FIGS. 23D and 23E illustrate the case in which the ability
of the player A is updated by performing the rendition of
integrating the player B with respect to the player A.
However, the rendition of card integration may not be
executed. Specifically, ability updating may be executed by
extracting only the ability data of the player B and then
implanting the extracted ability data of the player B into the
player A. Alternatively, only the names of the respective
player characters may be displayed in a list without display-
ing the cards of the respective player characters. A player as
an enhancement target and another player to be used for
enhancement of the enhancement target may be herein
selected from the list, and the player as an enhancement
target may be enhanced based on the selection. In this case,
a specific player character is configured to be enhanced on
the screen only through the textual information.

(3-2) Modification 2

A preferable modification of the first exemplary embodi-
ment will be hereinafter explained.

The modification has the following remarkable feature. A
result of the individual competition (i.e., the first match-up)
is configured to affect a result of the league competition (i.e.,
the second match-up) to be held in parallel to the individual
competition, and further, the result of the league competition
(i.e., the second match-up) is configured to affect enhance-
ment of the ability of the team of a game player by enriching
the function of “DRAWING” explained with reference to
FIG. 6. With the configuration, getting a better result in the
individual competition (i.e., the first match-up) results in
enhancement of the ability of a player character, and further,
contributes to addition of either more various types of player
characters or player characters with higher abilities to a
game player’s team. Thus, team ability can be also
enhanced. Further, when a player character can be added, the
added player character can be integrated with respect to a
given player character in order to enhance the ability of the
given player character as described in the modification 1.
This realizes a profound game element.

The present modification will be hereinafter specifically
explained.

FIG. 24 represents a functional block diagram of the
modification. As represented in FIG. 24, the functional block
diagram of the modification is obtained by adding a player
character drawing unit 60, a lottery draw item giving unit 61
and a drawing setting unit 62 to the functional block diagram
represented in FIG. 5.

The player character drawing unit 60 has a function of
selecting one from the group of a plurality of player char-
acters via a lottery draw based on a game player’s operation
and causing the storage unit 52 to store the selected player
character in association with a corresponding game player
ID. It should be noted that the lottery drawing function of the
player character drawing unit 60 is different from “DRAW-
ING” of FIG. 6 that the number of times allowed for lottery
draws per day is limited. The function of the player character
drawing unit 60 is realized as follows. The ROM 22 of the
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game server 20 stores a group of a plurality of player
characters as a parent organization for lottery draws. When
recognizing a game player’s operational input regarding a
lottery draw corresponding to the player character drawing
unit 60, the CPU 21 is configured to access the group data
stored in the ROM 22, randomly select a player character,
and store the selected player character in association with
the corresponding game player ID in the player database 31.

The lottery draw item giving unit 61 has a function of
giving a game player more tickets (i.e., items for drawing)
in accordance with better results of match-ups in the league
competition (i.e., the second match-up) such as a better final
ranking of the five seasons from Monday to Friday. For
example, a predetermined number of tickets are given to a
game player in accordance with the final ranking of the five
seasons from Monday to Friday, and the given tickets are
cumulated unless being used. The storage unit 52 is herein
configured to store the number of tickets given to each game
player on a game player 1D basis. The function of the lottery
draw item giving unit 61 is realized when the CPU 21
accesses the league competition database 32, obtains the
data of the results of the match-ups in the league competi-
tion, and calculates the number of tickets to be given to a
game player in accordance with the data. The following is an
exemplary relation between the results of the match-ups in
the league competition and the number of tickets to be given
to a game player. It should be herein noted that a ranking is
set as a ranking within each class.

Top 100 rankings . . . 4 tickets

Upper one-third of the total rankings . . . 3 tickets

Upper half of the total rankings (without the middle of the
total rankings) . . . 2 tickets

Lower half of the total rankings (including the middle of
the total rankings) . . . 1 ticket

The drawing setting unit 62 has a function of setting the
number of times, allowed for lottery draws by the player
character drawing unit 60 on a game player ID basis, to be
increased in accordance with better results of match-ups in
the league competition (i.e., the second match-up). For
example, when a player character is assumed to be selected
from the group of a plurality of player characters such as title
holders (home run king, a rookie of the year, etc.), more
tickets are configured to be given to a game player in
accordance with better results of the match-ups in the league
competition (i.e., the second match-up). Therefore, it is
possible to set the number of times allowed for lottery draws
from the group of title holders to be increased by that much.
For example, the function of the drawing setting unit 62 can
be herein realized as follows. The CPU 21 of the game
server 20 causes the player database 31 to preliminarily store
the cumulative value of the number of tickets to be given to
a specific game player ID and determines (i.e., set) the
number of times allowed for lottery draws with reference to
the cumulative value. It is herein required to set the cumu-
lative value of the number of tickets to be roughly propor-
tional to the number of times allowed for lottery draws. For
example, when 10 tickets have been cumulated so far (i.e.,
the cumulative value of the number of tickets is 10), the
number of times allowed for lottery draws from the group of
title holders is set to be once. When 20 tickets have been
cumulated so far, on the other hand, the number of times
allowed for lottery draws from the group of title holders is
set to be twice.

According to the present modification, results of the
match-ups in the league competition (i.e., the second match-
up) also affects chances of obtaining player characters via
lottery draws (i.e., the number of times allowed for lottery
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draws). In other words, a result of the match-up of the
individual competition (i.e., the first match-up) affects not
only results of the match-ups in the league competition, but
also, indirectly the chances of obtaining player characters
via lottery draws. From the standpoint of each game player,
double gains can be obtained depending on a result of the
match-up of the individual competition. It is thereby pos-
sible to realize a fun game full of amusement.

In the game server 20, two or more groups may be
prepared as lottery draw targets for the ROM 22 in order to
make lottery draws diverse. In this case, the player character
drawing unit 60 may be configured to select a player
character from a first group of a plurality of player characters
and/or a second group of a plurality of player characters
different from those in the first group via a lottery draw
based on a game player’s operation and to cause the storage
unit 52 to store the selected player character in association
with a corresponding game player ID.

For example, it is possible to set a group of a plurality of
player characters as the best nine of the year (i.e., the second
group) in addition to the aforementioned group of title
holders (i.e., the first group). The group of the best nine of
the year includes a plurality of player characters respectively
having a higher ability (i.e., player characters functioning
advantageously for a game player in a match-up) than that
of the respective player characters in the group of title
holders. In this case, when 20 tickets have been cumulated
so far, the drawing setting unit 62 may be configured to set
the number of times allowed for lottery draws from the
group of title holders to be twice and set the number of times
allowed for lottery draws from the group of the best nine of
the year to be once. Thus, the drawing setting unit 62 herein
has a function of causing the storage unit 52 to store the
number of times allowed for lottery draws from the second
group by the player character drawing unit 60 in association
with a corresponding game player ID when the number of
tickets, stored in the storage unit 52 in association with the
corresponding game player ID by the function of the lottery
draw item giving unit 61, is greater than or equal to a
predetermined number.

When two or more groups are prepared as lottery draw
targets and a lottery draw is available from the groups (i.e.,
when the number of times allowed for lottery draws is once
or more with respect to two or more groups), a game player
may be allowed to select any one of the groups as the lottery
draw targets. For example, either of the following options
may be selected by a game player. One is that a game player
executes a lottery draw from the group of title holders when
10 tickets are cumulated. The other is that a game player
further saves tickets and executes a lottery draw from the
group of best nine of the year when 20 tickets are cumulated.

FIG. 25 illustrates an exemplary screen to be displayed on
the communication terminal 10 in the present modification.
For example, a Hyperlink “GO TO RESULTS OF LEAGUE
COMPETITION” illustrated in an image Sa of FIG. 25 is
contained in the webpage configured to be displayed when
a given game player access the game server 20. When the
given game player performs the operation of selecting the
Hyperlink, the selection result is configured to be transmit-
ted to the game server 20. When receiving the selection
result, the CPU 21 of the game server 20 is configured to
access the player database 31. With reference to the data of
the number of tickets possessed by the game player ID of the
given game player, the CPU 21 is herein configured to check
whether or not lottery draws are available for the group of
title holders and the group of best nine of the year, respec-
tively. When available, the CPU 21 is configured to deter-
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mine the number of times allowed for lottery draws. The
CPU 21 is then configured to transmit the HTML data to the
communication terminal 10 of the given game player for
allowing it to display the above information. As a result, the
communication terminal 10 is configured to display a screen
as illustrated in an image Sb of FIG. 25. In this example, 10
tickets are required for executing a lottery draw from the
group of title holders, whereas 20 tickets are required for
executing a lottery draw from the group of best nine of the
year. At the present point of time, a game player of this
example holds 12 tickets, and therefore, a lottery draw from
the group of title holders is only available.

As described above, in the second modification 2, lottery
draws are available from either the group of title holders or
the group of best nine of the year through the collection of
a predetermined number of items for drawing. In other
words, a single type of item is prepared as the lottery draw
item to be collected. Alternatively, it is possible to assume a
configuration of preparing a plurality of types of items as the
items for drawing. Specifically, two types of items, such as
tickets for a lottery draw from the group of title holders and
tickets for a lottery draw from the group of best nine of the
year, may be prepared as the items for drawing to be given
to game players in accordance with a result of the second
match-up. For example, game players can get a ticket for a
lottery draw from the group of best nine of the year when
being ranked within top 30 in the ranking as a result of the
second match-up. Further, game players can get a ticket for
a lottery draw from the group of title holders when being
ranked within top 70 in the ranking as a result of the second
match-up.

In the aforementioned example, the number of tickets
allowed for lottery draws is determined based on the final
ranking of a single league competition (i.e., the second
match-up) including five seasons from Monday to Friday.
However, the number of tickets allowed for lottery draws
may be alternatively determined based on values except for
the final ranking. For example, an evaluation value may be
calculated for each game player in accordance with a result
of the league competition and the number of tickets (lottery
draw items) may be configured to be determined in accor-
dance with the magnitude of the evaluation value. For
example, the evaluation value can be assumed to be obtained
by converting a winning rate into point as follows.

15 wins and 10 losses . . . 600 points (i.e., a value obtained
by multiplying the winning rate by 1000)

10 wins and 15 losses . . . 400 points (i.e., a value obtained
by multiplying the winning rate by 1000)

For example, the number of tickets to be given to the

aforementioned evaluation value may be set as follows.
950 points or greater . . . 4 tickets
700 points or greater . . . 3 tickets
500 points or greater . . . 2 tickets
Less than 500 points . . . 1 ticket

Further in the aforementioned case, a predetermined num-
ber of items for drawing are firstly collected depending on
a result of the league competition (i.e., the second match-up)
and then a lottery draw is executed using the predetermined
number of items. However, a lottery draw may be configured
to be directly executed without intervention of the items for
drawing. In other words, lottery draws may be configured to
be executed from either the group of title holders or the
group of best nine of the year at a predetermined number of
times in accordance with a result of the league competition
(i.e., the second match-up). In this case, the drawing setting
unit 62 may set the number of times allowed for lottery
draws by the player character drawing unit 60 to be
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increased in accordance with a better result of the second
match-up (i.e., in accordance with a better order in the
ranking or a higher evaluation value). For example, the
number of times allowed for lottery draws may be set as
follows.

Within top 30 in the total rankings . . . the number of times
allowed for lottery draws from the group of best nine of the
year: twice

Within top 50 in the total rankings . . . the number of times
allowed for lottery draws from the group of best nine of the
year: once

Within top one-tenth in the total rankings . . . the number
of times allowed for lottery draws from the group of title
holders: twice

Within top one-fifth in the total rankings . . . the number
of times allowed for lottery draws from the group of title
holders: once

In this example, the number of times allowed for lottery
draws may be set based on the magnitude of the evaluation
value in accordance with a result of the league competition
(i.e., the second match-up), similarly to the aforementioned
example. For example, the number of times allowed for
lottery draws may be set as follows.

950 points or more . . . the number of times allowed for
lottery draws from the group of best nine of the year: twice

900 points or more . . . the number of times allowed for
lottery draws from the group of best nine of the year: once

800 points or more . . . the number of times allowed for
lottery draws from the group of title holders: twice

750 points or more . . . the number of times allowed for

lottery draws from the group of title holders: once

In the aforementioned modification, the first group (i.e.,
the aforementioned group of title holders) and the second
group (i.e., the aforementioned group of best nine of the
year) are prepared as two parent groups for lottery draws,
i.e., one group of plural player characters and the other
group of plural player characters different from those in the
former group. A single or plurality of chances for lottery
draws (i.e., at least once of the number of times allowed for
lottery draws) from one of the groups (i.e., the second group)
are given to a game player in accordance with a result of the
league competition. In other words, it is possible to provide
a game setting of changing the parent group for lottery draws
in accordance with a result of the league competition.
Accordingly, the video game can be diversified.

Further in the aforementioned modification, a chance of
lottery draw is not directly given to a game player based on
a result of the league competition. Instead, a game player
firstly collects items for drawing, the number of which to be
given is determined depending on a result of the league
competition. Then, a single or plurality of chances (i.e., at
least once of the number of times allowed for lottery draws)
are given to the game player when a predetermined number
or more of the items for drawing are collected. In other
words, an object for getting a chance of lottery draw (i.e.,
collecting a predetermined number of items for drawing) is
set until a lottery draw becomes available for a game player.
A game player is thus motivated to achieve the object. This
can further enhance a game clement.

It should be noted that “the number of times allowed for
lottery draws” could be zero. In other words, no chance of
lottery draw may be given to a game player in accordance
with a result of the league competition.

In the aforementioned example, when two groups are
prepared as target groups for lottery draw, the second group
(i.e., the aforementioned group of best nine of the year)
includes player characters respectively having a higher
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ability (i.e., player characters functioning advantageously
for a game player in a match-up) than that of the respective
player characters in the first group (i.e., the aforementioned
group of title holders). According to the configuration, each
game player is motivated to: collect items for drawing as
much as possible by achieving a better result of the league
competition (i.e., the second match-up); make a lottery draw
from the second group available by the player character
drawing unit 60; and thereby make the future match-ups
advantageous. As described above, a result of a match-up of
the individual competition (i.e., the first match-up) affects a
result of a match-up in the league competition. Therefore,
each game player is also indirectly motivated to achieve a
better result of a match-up of the individual competition.

It should be noted that the second group may be formed
by player characters respectively having a lower appearance
rate (i.e., rare player characters) than that for the respective
player characters in the first group. Here, appearance rate is
relating to probability of drawing a player character. Spe-
cifically, the player characters in the second group may be
set as rarely obtainable player characters respectively having
lower ability values than those of the respective player
characters in the first group. For example, it can be assumed
that either retired baseball players in the real world or
popular but incompetent baseball players are set as the rarely
obtainable player characters.

In this case, a game player is motivated to: collect tickets
(items for drawing) as much as possible by achieving better
results in match-ups of the league competition (i.e., the
second match-up); make a lottery draw from the second
group available by the player character drawing unit 60; and
obtain a rarely appearing player character via a lottery draw.
As described above, a result of a match-up of the individual
competition affects results of match-ups in the league com-
petition. Therefore, each game player is also indirectly
motivated to achieve a better result in a match-up of the
individual competition.

(3-3) Modification 3

Another modification of the first exemplary embodiment
will be hereinafter explained. In the first exemplary embodi-
ment associated with FIG. 17, a result of a match-up of the
individual competition (i.e., the first match-up) configured to
be executed based on a game player’s operational input at
the communication terminal 10 is configured to be reflected
to the league competition (i.e., the second match-up) con-
figured to be executed on the background of (i.e., in parallel
to) the individual competition on the next day of the indi-
vidual competition (i.e., the first match-up). However, the
reflecting timing may be set as follows.

For example, results of a plurality of match-ups of the
individual competitions (i.e., the first match-up) to be held
in a single day may be reflected to the league competition to
be held in the same day. In other words, the league compe-
tition (i.e., the second match-up) is configured to be held in
non-synchronization with the individual competition (i.e.,
the first match-up). The results of the match-ups of the
individual competitions (i.e., the first match-up) are reflected
to a subsequent league competition (i.e., the second match-
up). Specifically, a plurality of seasons of the league com-
petition may be preliminarily set in a single day, and results
of match-ups of the individual competitions (i.e., the first
match-up) executed before each league competition may be
reflected to an immediately subsequent league competition
(i.e., the second match-up). The player database 31 imme-
diately stores ability updating to be executed for each player
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character based on a result of a match-up of the individual
competition. Therefore, the updated ability is reflected to the
subsequent league competition even in the same day.

Further, when “ENHANCEMENT” of a player character
(i.e., a method of enhancing a player character by integrating
a plurality of player characters) is herein employed and the
“ENHANCEMENT” is executed before each league com-
petition, a result of “ENHANCEMENT” may be reflected to
an immediately subsequent league competition. In other
words, a player character, for which “ENHANCEMENT” is
executed before a given league competition, is configured to
be used in the given league competition. By contrast, when
“ENHANCEMENT?” is executed after a plurality of league
competitions are held, influence of match-ups of the indi-
vidual competitions (i.e., the first match-up) held in the
meantime may be collectively reflected to the ability of a
player character, and the player character is configured to be
used in an immediately subsequent league competition.
According to the present modification, a result of the indi-
vidual competition is quickly reflected to the league com-
petition (i.e., the second match-up). Therefore, a speedy fun
game can be realized.

(3-4) Modification 4

Yet another modification of the first exemplary embodi-
ment will be hereinafter explained. The aforementioned
modification 1 exemplifies the case in which the first match-
up executing unit 53 is configured to give enhancement
points (ability updating points) to a game player 1D associ-
ated with a winner player character in the individual com-
petition (i.e., the first match-up) as an ability updating
method of updating the ability of a player character in
response to a game player’s operation of the communication
terminal. Further, the processing of integrating a plurality of
player characters already possessed by a game player is
configured to be executed in return for consuming a prede-
termined mount of enhancement points in response to a
predetermined game player’s operation (e.g., the operation
of selecting “ENHANCEMENT” in FIG. 6). However, the
following modification may be further added to the first
exemplary embodiment.

Specifically, separate enhancement points (i.e., the second
ability updating points) to a game player ID as a winner in
the league competition (i.e., the second match-up) may be
given in addition to the enhancement points (i.e., the first
ability updating points) to a game player ID as a winner in
the individual competition (i.e., the first match-up). In other
words, the second match-up executing unit 55 may be
configured to give enhancement points to a game player ID
associated with a winning player character in the league
competition (i.e., the second match-up). The first ability
updating points and the second ability updating points are
respectively cumulated and stored in the player database 31
on a game player ID basis. The first ability updating points
and the second ability updating points may be independently
managed (stored), or alternatively, collectively managed
(stored) as common ability updating points. In the modifi-
cation, each game player can receive benefit of obtaining
two types of points in a single individual competition.
Therefore, a fun game full of amusement can be realized.
Further, each game player can obtain enhancement points in
accordance with a result of the league competition, although
each game player does not directly get involved in the league
competition. From the standpoint of each game player, not
only a result of the individual competition affects the league
competition, but also a result of the league competition can
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also contribute to ability updating for a player character.
Further, the ability updating for a player character can affect
the subsequent individual competition. Therefore, it is pos-
sible to realize a fun and profound game element of allowing
each game player to obtain a plurality of results based on a
single match-up.

Enhancement points (i.e., the first ability updating points)
are herein configured to be given to a game player when the
game player wins the individual competition. Alternatively,
regardless of win or loss, predetermined enhancement points
may be configured to be given to a game player when the
game player executes the individual competition. When the
game player wins the individual competition, more enhance-
ment points may be configured to be additionally given to
the game player. The league competition is configured to be
automatically executed regardless of game player’s inten-
tion. Therefore, enhancement points (i.e., the second ability
updating points) may be configured to be given to a game
player only when the game player wins the league compe-
tition.

It should be noted that the enhancement points obtainable
in the individual competition (i.e., the first ability updating
points) and the enhancement points obtainable in the league
competition (i.e., the second ability updating points) can be
used for integrating a plurality of player characters, and can
be set in a variety of units and manners. Suppose the both
types of enhancement points are set as the same unit, the
amount of enhancement points to be given and the amount
of'enhancement points to be consumed may be set as follows
based on a variety of opinions with respect to the game
setting. It should be noted that the first match-up executing
unit 53 and the second match-up executing unit 55 may set
the amount of enhancement points to be given, while the
character ability updating unit 54 may set the amount of
enhancement points to be consumed.

It is possible to substantially change the influential level
of a result of the individual competition and that of a result
of the league competition with respect to updating of the
ability of a player character by differently setting the given/
consumed amount of enhancement points obtainable in the
individual competition (i.e., the first ability updating points)
and that of enhancement points obtainable in the league
competition (i.e., the second ability updating points).
Accordingly, the video game can be more diversified.

(Setting 1)

In a setting 1, the amount of the enhancement points
obtainable as a result of the league competition (i.e., the
second ability updating points) is set to be less than that of
the enhancement points obtainable as a result of the indi-
vidual competition (i.e., the first ability updating points).
This is because weight of game player’s direct involvement
in the individual competition, which is a positive aspect of
the game, is relatively reduced when the both types of
enhancement points are set to be identical to each other. The
setting is based on the concept that the enhancement points
obtainable as a result of the league competition play an
auxiliary role for deepening amusement of the game ele-
ment. When a result of a match-up without game player’s
direct involvement is greatly valued, weight of a game
player’s operation is reduced and a factor without game
player’s direct involvement contributes to ability updating
for a player character, which may cause the entire game
balance to be lost. As a setting example, enhancement points
obtainable for winning in the league competition may be set
to be 15 points, while enhancement points obtainable for
winning in the individual competition may be set to be 30
points. Thus, the amount of the enhancement points obtain-
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able in the league competition may be set to be half that of
the enhancement points obtainable in the individual com-
petition.

(Setting 2)

In a setting 2 contrary to the setting 1, the amount of the
enhancement points obtainable as a result of the league
competition (i.e., the second ability updating points) is set to
be greater than that of the enhancement points obtainable as
a result of the individual competition (i.e., the first ability
updating points). In this case, the amount of the enhance-
ment points obtainable in the league competition without
game player’s direct involvement is greater than that of the
enhancement points obtainable in the individual competi-
tion. Therefore, each game player may herein experience an
unexpected situation. Specifically, each game player has
chances of unexpectedly obtaining enhancement points
greater than enhancement points obtained in the respective
individual competition. Accordingly, an unpredictable game
full of amusement can be realized.

(Setting 3)

In a setting 3, the amount of the enhancement points
obtainable as a result of the individual competition (i.e., the
first ability updating points) is set to be identical to that of
the enhancement points obtainable as a result of the league
competition (i.e., the second ability updating points). How-
ever, the amount of the second ability updating points may
be set to be greater than that of the first ability updating
points when being consumed as the enhancement points for
integrating a plurality of player characters. In an exemplary
case of integrating a player character B with respect to a
player character A, 500 points may be required when the first
ability updating points are consumed for the character
integration as the conventional enhancement points. On the
other hand, 1,000 points may be required when the second
ability updating points are consumed for the character
integration. Thus, the consumed points for the second ability
updating points may be set to be double those for the first
ability updating points. According to the setting, greater
points are configured to be consumed from the enhancement
points obtained as a result of the league competition without
game player’s direct involvement. In other words, weight of
the individual competition is relatively increased similarly to
the aforementioned setting 1. Therefore, the entire game
balance cannot be easily lost.

(Setting 4)

In a setting 4 contrary to the setting 3, less point may be
consumed from the second ability updating points than from
the first ability updating points when being consumed as the
enhancement points for integrating a plurality of player
characters. From the standpoint of each game player, the
enhancement points obtainable in the league competition
without game player’s direct involvement can be more
effectively used in updating the ability of a corresponding
player character. Therefore, each game player can feel a kind
of sense of gaining profit. Together with such a fun gambling
aspect, a video game with amusement can be realized. It
should be noted that a game player may be allowed to select
either of the first ability updating points and the second
ability updating points as target points to be consumed.
Alternatively, the first ability updating points may be con-
figured to be automatically consumed first, and then, the
second ability updating points may be configured to be
consumed for offsetting a shortage of required points on an
as-needed basis.
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(3-5) Modification 5

A preferred modification of the second exemplary
embodiment will be hereinafter explained.

Settings of opponents in the aforementioned promotion/
demotion competition are not particularly limited. For
example, the promotion/demotion competition may be held
by opponent game player IDs classified in classes with
greatly different levels. However, amusement of the video
game can be further enhanced by executing the aforemen-
tioned promotion/demotion competition in tandem with the
league competition and by limiting a match-up opponent in
the subsequent promotion/demotion competition in accor-
dance with results of match-ups in the league competition.

More specifically, the second match-up executing unit 55
is configured to execute the league competition among
player characters associated with game player IDs classified
in the same class. On the other hand, the third match-up
executing unit 57 is configured to determine a class of a
game player ID as an opponent of a given game player ID
in the promotion/demotion competition based on results of
match-ups in a single or plurality of league competitions
either for a predetermined term in the past or at a predeter-
mined number of times. In determining an opponent in the
league competition, the CPU 21 of the game server 20 as
second match-up executing unit 55 is herein configured to
refer to the player database 31, extract only game player [Ds
classified in the same class, and determine an opponent from
the extracted game player 1Ds. Further, the CPU 21 of the
game server 20 as the third match-up executing unit 57 is
configured to refer to the league competition database 32 in
determining a class of an opponent (i.e., a game player ID)
in the promotion/demotion competition. In other words, the
result of the league competition held within the same class
is configured to affect subsequent determination of an oppo-
nent in the promotion/demotion competition.

In the modification, any suitable method can be employed
as a method of determining an opponent in the promotion/
demotion competition in order to attract game player’s
interest to results of match-ups in the league competition.
The following is an exemplary method of determining an
opponent in the promotion/demotion competition. Specifi-
cally, when achieving a better result in the league compe-
tition, a given game player 1D is configured to be assigned
a game player ID ranked higher than the given game player
ID as an opponent in the promotion/demotion competition.
When achieving a poor result, by contrast, a given game
player is configured to be assigned a game player 1D ranked
lower than the given game player 1D as an opponent in the
promotion/demotion competition. With the configuration, a
game player ID having achieved a better result in the league
competition can be promoted to a class higher than the
present class thereof in the promotion/demotion competi-
tion, whereas a game player ID having achieved a poor
result in the league competition can be demoted to a class
lower than the present class thereof depending on a result in
the promotion/demotion competition. Thus, the result of the
league competition (i.e., the second match-up) held within
the same class is configured to affect determination of an
opponent in the promotion/demotion competition (i.e., the
third match-up). Therefore, competitive relations are estab-
lished among game players within the same class. This
induces game player’s interest in the results of the league
competition, and amusement of the game can be thereby
further enhanced.
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A more specific aspect of the promotion/demotion com-
petition according to the present modification will be
explained with reference to FIG. 26.

FIG. 26 conceptually illustrates an exemplary baseball
game including five classes of Class 1, Class 2 . . . and Class
5 ranked from bottom to top. For example, a player char-
acter, associated with a given game player ID joining in a
league competition, is configured to play five seasons of the
league competition for five days from Monday to Friday, and
the league competition is configured to be held within the
same class. Therefore, the ranking of each game player 1D
is determined within each class when the final season of the
league competition (i.e., the league competition on Friday)
is finished. Further, an opponent of a given game player 1D
in the subsequent promotion/demotion competition is set
depending on the ranking of the given game player ID within
the class. For example, when 100 game player IDs are
classified in each class in FIG. 26, either of the following
options is set for a given game player ID depending on the
ranking of the given game player ID in the league compe-
tition held by 100 game player IDs. One is that the given
game player ID plays the promotion/demotion competition
with an opponent classified in a class higher than the present
class of the given game player ID. The other is that the given
game player ID plays the promotion/demotion competition
with an opponent classified in a class lower than the present
class of the given game player ID.

FIG. 26 illustrates a threshold ranking as a borderline for
dividing the rankings within the same class into a higher
ranking group and a lower ranking group. For example, as
to Classes 2 to 4 respectively including 100 game player
1Ds, depending on results of match-ups in the league com-
petition for each class, 50 game player 1Ds classified in the
higher ranking group of Class 3 are configured to play
match-ups in the promotion/demotion competition with 50
game player IDs classified in the lower ranking group of
Class 4, whereas 50 game player IDs classified in the lower
ranking group of Class 3 are configured to play match-ups
in the promotion/demotion competition with 50 game player
IDs classified in the higher ranking group of Class 2. It
should be noted that the borderline may be set in an arbitrary
position. For example, the borderline may be preliminarily
set either as a predetermined one of the rankings of game
player IDs in each class or a position for dividing the game
player IDs into two groups based on a predetermined ratio.
Thus configured promotion/demotion competition produces
a situation in which each game player expects to be finally
ranked higher than a predetermined ranking in the league
competition and is moved from joy to sorrow by the result
of the ranking in the present class to be notified sequentially
(e.g., on an everyday basis). Thus, the present modification
always induces strong interest of each game player in the
result of the league competition. Amusement of the match-
up game can be thereby enhanced.

Further, the following advantageous effects can be further
achieved by the present aspect of the promotion/demotion
competition. In the aforementioned configuration, all the
game players are divided into two groups depending on a
result of the league competition. One of the groups includes
game players configured to play match-ups with other game
players classified in a higher class, while the other of the
groups includes game players configured to play match-ups
with other game players classified in a lower class. In this
case, all the game players are configured to play match-ups
in the promotion/demotion competition without exception.
However, a given game player achieving a relatively poor
result in the league competition is forced to play a match-up



US 9,485,328 B2

39

with an opponent game player classified in a lower class.
Further, the given game player may be demoted to a lower
class depending on a result of the match-up. Thus, it is
possible to structure a system for providing each game
player with a sense of tension. For the sake of explanation,
the following exemplary case is assumed in which totally
100 game players play the league competition where game
players ranked in a higher ranking group (i.e., 1st to 50th
rankings) are configured to play the promotion/demotion
competition with other game player classified in a higher
class while game players ranked in a lower ranking group
(i.e., 51st to 100th rankings) are configured to play the
promotion/demotion competition with other game players
classified in a lower class. In this case, a 50th ranked game
player may be promoted to a class higher than his/her
present class thereof depending on a result of the match-up
with an opponent classified in a class higher than his/her
present class. In addition, the 50th ranked game player at
least has no chance of being demoted to a class lower than
his/her present class. However, a 51st ranked game player
may be demoted to a class lower than his/her present class
depending on a result of the match-up with an opponent
classified in a class lower than his/her present class. Thus,
difference by one in rankings makes a big difference. There-
fore, each game player is motivated to achieve a better result
as much as possible and avoid a situation of being forced to
play a match-up with an opponent classified in a lower class.
As aresult, it is possible to realize a game for providing each
game player with a sense of tension.

(3-6) Modification 6

Yet another modification of the second exemplary
embodiment will be hereinafter explained. In the second
exemplary embodiment, the notifying unit 56 is configured
to transmit the HTML data to the communication terminal
10 for causing it to display the webpage containing the result
of the promotion/demotion competition in addition to the
ranking of a corresponding game player ID based on results
of match-ups in the immediate league competition and/or
results of match-ups in a single or plurality of league
competitions either for a predetermined term in the past or
at a predetermined number of times. FIG. 20 illustrates an
exemplary case in which a given game player 1D was
promoted to a class immediately higher than the as-of-then
class thereof last week due to the last week’s result of the
match-ups in the promotion/demotion competition (18 wins
and 6 losses), but was demoted to a class immediately lower
than the as-of-then class thereof this week due to this week’s
result of the match-ups in the promotion/demotion compe-
tition (3 wins and 7 losses). The configuration is intended to
inform each game player of the result of the league com-
petition. As a modification, however, the notitfying unit 56
may be configured to inform the communication terminal 10
of information regarding prediction of a class to be set after
the promotion/demotion competition (i.e., the third match-
up) to be held after a league competition (i.e., the second
match-up) based on results of match-ups in the league
competition.

As explained in the modification 5, prior to the promotion/
demotion competition in the weekend (see FIG. 22), it is
determined which of the groups each game player ID is
ranked within each class (i.e., either an upper ranked group
or a lower ranked group) depending on results of match-ups
in the seasons of the league competition from Monday to
Friday. As a result, an opponent (i.e., either an opponent
classified in a higher class or an opponent classified in a
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lower class) in the promotion/demotion competition is deter-
mined. In the promotion/demotion competition, a given
game player ID can be promoted to a class higher than the
present class thereof when wining a match-up with an
opponent classified in a class higher than the present class of
the given game player ID, but is left in its present class when
losing the match-up. On the other hand, a given game player
1D is demoted to a class lower than the present class thereof
when losing a match-up with an opponent classified in a
class lower than the present class of the given game player
1D, but is left in its present class when winning the match-
up. In other words, chances of promotion or demotion are
revealed prior to execution of the promotion/demotion com-
petition. In the present modification, as the information
regarding prediction of a class to be set after the promotion/
demotion competition, each game player is notified of:
information indicating that the game player ID of each game
player is within “a promotion range” when having a chance
of promotion; and information indicating that the game
player ID of each game player is within “a demotion range”
when having a chance of demotion. When being notified of
such information, each game player learns chances of pro-
motion and demotion prior to execution of the promotion/
demotion competition. Therefore, each game player will
wait for the result of the promotion/demotion competition
while being evoked a sense of psychological excitation. As
a result, amusement of the video game can be enhanced.

FIG. 27 illustrates an exemplary screen to be displayed
when the communication terminal 10 receives the HTML
data containing information regarding prediction of a class
to be set after the promotion/demotion competition. In the
example of FIG. 27, a target game player is the one having
a game player ID currently classified in Class 3. On the
display screen, the present ranking of a given game player
ID in Class 3 is visually recognizable immediately by the
vertical position of the text character sequence of “PRES-
ENT RANKING”. In the example, the present ranking is
included within the “PROMOTION RANGE”, and there-
fore, the class to be set after the promotion/demotion com-
petition will be obviously either Class 3 as the present class
or Class 4 as a class higher than the present class. It should
be noted that the display screen of FIG. 27 is just exemplary
only. Chances of promotion and demotion may be expressed
by numeric values such as “PROMOTION CHANCE: A %;
DEMOTION CHANCE: B %”, or alternatively, expressed
by stepwise scales (e.g., chances of promotion and demotion
displayed with 10 levels). For example, it is assumed that
chances of promotion or demotion are calculated to be in a
range of 30-70% depending on a ranking within a class.
Alternatively, chances of promotion and demotion may be
more simply displayed with three levels of “promotion
range”, “borderline” and “demotion range”.

It should be noted that the notifying unit 56 may be
configured to notify the communication terminal 10 of the
information regarding prediction of a class as of now, either
after each match-up in the league competition or every day
from Monday to Friday, without notifying it of the infor-
mation after all the match-ups in the seasons of the league
competition from Monday to Friday are finished and then all
the results are obtained. In this case, once recognizing that
a corresponding game player ID is included within the
“demotion range”, each game player tries to achieve a better
result in the remaining match-ups in the league competition
towards promotion because his/her game player ID has a
chance of demotion in the next promotion/demotion com-
petition. In other words, each game player aims at winning
in the individual competition affecting a result of the league
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competition. Therefore, each game player can be strongly
motivated to actively play the video game.

The exemplary embodiments of the present invention
have been explained in detail. However, the present inven-
tion is not limited to the aforementioned exemplary embodi-
ments. Further, it is apparent that a variety of changes and
modifications can be made for the respective exemplary
embodiments without departing from the scope of the pres-
ent invention.

In the aforementioned exemplary embodiments, for
instance, the match-up game is configured to be progressed
through the webpage displayed by the web browser of each
game player’s communication terminal based on the web
service provided from the game server. The configuration is
advantageous in that each communication terminal is not
required to download or install software for the game.
However, the method of executing the match-up game is not
limited to the aforementioned configuration. The match-up
game of the present exemplary embodiments can be
executed by partially downloading or installing functions to
be realized by the software for the game into each commu-
nication terminal.

What is claimed is:

1. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
to input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,
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create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,
automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at the specified time, the
automatic match-up being based on the copy data of
the stored ability values of the player characters
participating in the automatic match-up, the auto-
matic match-up being performed independently from
the manual match-up without receiving a command
to begin the automatic match-up from any said
communication terminal and without receiving any
input from any said communication terminal during
the automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character, and
during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and
a communication interface configured to transmit, to said
at least one communication terminal, a result of at least
one automatic match-up either for a specified past time
period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.
2. The game control device according to claim 1, the
processor further configured to:
select a player character from a group of a plurality of
player characters via a lottery draw based on a game
player’s operational input at said at least one commu-
nication terminal and to cause the memory to store the
selected player character in association with a corre-
sponding set of unique game player identification infor-
mation, and
set a number of times of lottery draws in association with
each set of game player identification information to be
increased in accordance with a better result of the
automatic match up.
3. The game control device according to claim 1, the
processor further configured to:
select a player character from a first group of a plurality
of player characters and/or a second group of a plurality
of player characters different from the player characters
in the first group via a lottery draw based on a game
player’s operational input at said at least one commu-
nication terminal and to cause the memory to store the
selected player character in association with a corre-
sponding set of unique game player identification infor-
mation,
cause the memory to store a greater number of lottery
draw items in accordance with a better result of the
automatic match-up in association with a correspond-
ing set of unique game player identification informa-
tion, and
set a number of times of lottery draws from the second
group when the number of the stored draw items in
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association with a corresponding set of unique game
player identification information is greater than or
equal to a predetermined number.

4. The game control device according to claim 1, the

processor further configured to:

select a player character from a first group of a plurality
of player characters and/or a second group of a plurality
of player characters respectively having an ability value
higher than an ability value of each of the player
characters in the first group via a lottery draw based on
a game player’s operational input at said at least one
communication terminal and to cause the memory to
store the selected player character in association with a
corresponding set of unique game player identification
information,

cause the memory to store a greater number of lottery
draw items in accordance with a better result of the
automatic match-up in association with a correspond-
ing set of unique game player identification informa-
tion, and

set a number of times of lottery draws from the second
group when the number of the stored lottery draw items
in association with a corresponding set of unique game
player identification information is greater than or
equal to a predetermined number.

5. The game control device according to claim 1, the

processor further configured to:

select a player character from a first group of a plurality
of player characters and/or a second group of a plurality
of player characters respectively having an appearance
rate lower than an appearance rate of each of the player
characters in the first group via a lottery draw based on
a game player’s operational input at said at least one
communication terminal and to cause the memory to
store the selected player character in association with a
corresponding set of unique game player identification
information,

cause the memory to store a greater number of lottery
draw items in accordance with a better result of the
automatic match-up in association with a correspond-
ing set of unique game player identification informa-
tion, and

set a number of times of lottery draws from the second
group when the number of the stored lottery draw items
in association with a corresponding set of unique game
player identification information is greater than or
equal to a predetermined number.

6. The game control device according to claim 1,

wherein the processor is configured to:

execute the manual match-up to give a first ability updat-
ing point in accordance with the result of the manual
match-up in association with a corresponding set of
unique game player identification information and to
cause the memory to cumulatively store the given first
ability updating point,

execute the automatic match-up to give a second ability
updating point in accordance with the result of the
automatic match-up in association with a correspond-
ing set of unique game player identification information
and to cause the memory to cumulatively store the
given second ability updating point, and

update the character ability to consume a predetermined
amount of the first ability updating point and/or the
second ability updating point for updating an ability of
a corresponding player character in response to a game
player’s operational input at said at least one commu-
nication terminal.
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7. The game control device according to claim 6, wherein
the processor is configured to update the character ability to
a differently set amount of the first ability updating point to
be given and an amount of the second ability updating point
to be given when the result of the manual match-up and the
result of the automatic match-up are the same.

8. The game control device according to claim 6, wherein
the processor is configured to update character ability to a
differently set amount of the first ability updating point to be
consumed and an amount of the second ability updating
point to be consumed when ability updating is executed for
the identical player character.

9. The game control device according to claim 1, the
processor further configured to:

execute a second automatic match-up between player

characters independently from the manual match-up
without receiving a command to begin the second
automatic match-up from any said communication ter-
minal, the player characters being associated with dif-
ferent sets of game player identification information,
and to automatically determine a result of the second
automatic match-up based on the stored ability value of
each player character, and

manage each set of unique game player identification

information in association with one of a plurality of
classes and determine one from the options of: chang-
ing a present class of each set of unique game player
identification information to a class higher than the
present class; changing the present class of each set of
unique game player identification information to a class
lower than the present class; and unchanging the pres-
ent class of each set of unique game player identifica-
tion information.

10. The game control device according to claim 9,

wherein the processor is configured to:
execute the automatic match-up between player charac-
ters associated with sets of unique game player iden-
tification information classified in the same class, and

automatically determine a class of a set of unique game
player identification information as an opponent of
each set of unique game player identification informa-
tion in the second automatic match-up based on at least
one result of the automatic match-up either for a
specified past time period or at a predetermined number
of times.

11. The game control device according to claim 10,

wherein the processor is configured to:

define a first condition as a condition that a ranking of a

given set of unique game player identification infor-
mation classified in one of the classes based on at least
one result of the automatic match-up either for a
specified past time period or at a predetermined number
of times is either ranked higher than a predetermined
ranking within said one of the classes or included in a
group of higher rankings occupying a predetermined
ratio of the total number of sets of game player iden-
tification information within said one of the classes,
and

automatically determine an opponent of the given set of

unique game player identification information in the
second automatic match-up from sets of unique game
player identification information classified in a class
ranked higher than the class of the given set of unique
game player identification information when the first
condition is satisfied, and automatically determine an
opponent of the given set of unique game player
identification information in the second automatic
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match-up from sets of unique game player identifica-
tion information classified in a class ranked lower than
the class of the given set of unique game player
identification information when the first condition is
unsatisfied.

12. The game control device according to claim 10,
wherein the communication interface is configured to trans-
mit, to said at least one communication terminals, informa-
tion regarding prediction of a class assigned to a correspond-
ing set of unique game player identification information
after the second automatic match-up to be executed after the
automatic match-up based on the result of the automatic
match-up.

13. The game control device according to claim 9,
wherein the communication interface is configured to pre-
liminarily transmit, to at least one communication terminals,
a real world starting time of at least one of the automatic
match-up and the second automatic match-up before the
start of the at least one of the automatic match-up and the
second automatic match-up.

14. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a storage memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters based on
input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
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cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at predetermined inter-
vals, the automatic match-up being based on the
copy data of the stored ability values of the player
characters participating in the automatic match-up,
the automatic match-up being performed indepen-
dently from the manual match-up without receiving
a command to begin the automatic match-up from
any said communication terminal and without
receiving any input from any said communication
terminal during the automatic match-up, the player
characters being associated with different sets of
game player identification information, and auto-
matically determine a result of the automatic match-
up based on the stored ability value of each player
character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to one

of said at least one communication terminals, a result of
at least one automatic match-up either for a past time
period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.

15. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters based on
input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,
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update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at a preliminarily set
clock, the automatic match-up being based on the
copy data of the stored ability values of the player
characters participating in the automatic match-up,
the automatic match-up being performed indepen-
dently from the manual match-up without receiving
a command to begin the automatic match-up from
any said communication terminal and without
receiving any input from any said communication
terminal during the automatic match-up, the player
characters being associated with different sets of
game player identification information, and auto-
matically determine a result of the automatic match-
up based on the stored ability value of each player
character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to one

of said at least one communication terminals, a result of
at least one automatic match-up either for a specified
past time period or at a predetermined number of times
and/or of a ranking of a corresponding set of game
player identification information based on said result of
at least one automatic match-up.

16. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
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to an input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner, and
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, in response to a
game player’s operational input at one of said at least
one communication terminal based on the result of
the manual match-up, and cause the memory to store
the updated ability values of the winning player
character and the losing player character,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at the specified time, the
automatic match-up being based on the copy data of
the stored ability values of the player characters
participating in the automatic match-up, the auto-
matic match-up being performed independently from
the manual match-up without receiving a command
to begin the automatic match-up from any said
communication terminal and without receiving any
input from any said communication terminal during
the automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals, a result of at
least one automatic match-up either for a specified past
time period or at a predetermined number of times
and/or of a ranking of a corresponding set of game
player identification information based on said result of
at least one automatic match-up.

17. A game control device connected to at least one

65 communication terminal through a network, the at least one

communication terminal being operated by a game player,
for executing a match-up between two player characters
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associated with two respective sets of unique game player associated with the different sets of game player
identification information, the game control device compris- identification information stored in the memory
ing: based on the competition while executing the auto-
a memory; matic match-up based on the copy data; and
a processor configured to: 5 a communication interface configured to transmit, to said
exemplify at least one physical ability of each player at least one communication terminals, a result of at

character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,
store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-

nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
to an input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character;

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-

ter of the two player characters in a first manner, and
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, based on the
result of the manual match-up in response to a game
player’s operational input at the given one of said at
least one communication terminal, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,
create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,
automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at the specified, the auto-
matic match-up being based on the copy data of the
stored ability values of the player characters partici-
pating in the automatic match-up, the automatic
match-up being performed independently from the
manual match-up without receiving a command to
begin the automatic match-up from any said com-
munication terminal and without receiving any input
from any said communication terminal during the
automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
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least one automatic match-up either for a specified past
time period or at a predetermined number of times
and/or of a ranking of a corresponding set of game
player identification information based on said result of
at least one automatic match-up.

18. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,
store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,
interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters based on an
input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,
evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,
update the ability values of the winning player charac-
ter of the two player characters in a first manner, and
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, in response to a
game player’s operational input at one of said at least
one communication terminal, and cause the memory
to store the updated ability values of the winning
player character and the losing player character,
evaluate timing information to determine a specified
time at which to perform a league competition,
create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,
automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at predetermined inter-
vals, the automatic match-up being based on the
copy data of the stored ability values of the player
characters participating in the automatic match-up,
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the automatic match-up being performed indepen-
dently from the manual match-up, the player char-
acters being associated with different sets of game
player identification information without receiving a
command to begin the automatic match-up from any
said communication terminal and without receiving
any input from any said communication terminal
during the automatic match-up, and automatically
determine a result of the automatic match-up based
on the stored ability value of each player character,
and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to one

of said at least one communication terminals, a result of
at least one automatic match-up either for a specified
past time period or at a predetermined number of times
and/or of a ranking of a corresponding set of game
player identification information based on said result of
at least one automatic match-up.

19. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
to an input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,
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evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at said specified time, the
automatic match-up being based on the copy data of
the stored ability values of the player characters
participating in the automatic match-up, the auto-
matic match-up being performed independently from
the manual match-up without receiving a command
to begin the automatic match-up from any said
communication terminal and without receiving any
input from any said communication terminal during
the automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals, a result of at
least one automatic match-up either for a specified past
time period or at a predetermined number of times
and/or of an evaluation value of a corresponding set of
game player identification information based on said
result of at least one automatic match-up.

20. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters based on an
input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,
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evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at predetermined inter-
vals, the automatic match-up being based on the
copy data of the stored ability values of the player
characters participating in the automatic match-up,
the automatic match-up being performed indepen-
dently from the manual match-up without receiving
a command to begin the automatic match-up from
any said communication terminal and without
receiving any input from any said communication
terminal during the automatic match-up, the player
characters being associated with different sets of
game player identification information, and auto-
matically determine a result of the automatic match-
up based on the stored ability value of each player
character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals, a result of at
least one automatic match-up either for a specified past
time period or at a predetermined number of times
and/or of an evaluation value of a corresponding set of
game player identification information based on said
result of at least one automatic match-up.

21. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two player characters
associated with two respective sets of unique game player
identification information, the game control device compris-
ing:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,
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store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
to an input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner, and
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, based on the
result of the manual match-up and a game player’s
operational input at one of said at least one commu-
nication terminal, and cause the memory to store the
updated ability values of the winning player charac-
ter and the losing player character,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at the specified time, the
automatic match-up being based on the copy data of
the stored ability values of the player characters
participating in the automatic match-up, the auto-
matic match-up being performed independently from
the manual match-up without receiving a command
to begin the automatic match-up from any said
communication terminal and without receiving any
input from any said communication terminal during
the automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character, and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals, a result of at

least one automatic match-up either for a specified past

time period or at a predetermined number of times

and/or of a ranking of a corresponding set of game
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player identification information based on said result of
at least one automatic match-up.
22. A game control method configured to be executed by
a game control device connected to at least one communi-
cation terminal through a network, the at least one commu-
nication terminal being operated by a game player, for
executing a match-up between two player characters asso-
ciated with two respective sets of unique game player
identification information, the game control method com-
prising:
exemplifying, by a at least one physical ability of each

player character by assigning an ability value to each
player character in association with a corresponding set
of unique game player identification information,
storing, in a memory, the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpreting, by a processor, an input at one of said at least

one communication terminal as an indication to per-
form an individual competition by executing a manual

match-up between two player characters in response to
input at one of said at least one communication termi-
nal, the two player characters being associated with
respective sets of game player identification informa-
tion that are different from each other, to determine a
result of the individual competition in accordance with
a result of the manual match-up that is based on the
stored ability value of each player character;

evaluating the result of the manual match-up to identify as
a winning player character that of the two player
characters that won the manual match-up, and to iden-
tify as a losing player character that of the two player
characters that lost the manual match up;

updating, by the processor, the ability values of the two
player characters in a first manner, update the ability
values of the losing player character of the two player
characters in a second manner, different than the first
manner, and storing the updated ability values of the
winning player character and the losing player charac-
ter in the memory;

evaluating, by the processor, timing information to deter-
mine a specified time at which to perform a league
competition;

creating, by the processor at the specified time at which
the league competition is to begin, copy data of a
version of the stored ability values of the player char-
acters associated with the different sets of game player
identification information that exists at the specified
time at which the league competition is to begin;

automatically performing, by the processor, an automatic
match-up between player characters at a specified time,
the automatic match-up being based on the copy data of
the stored ability values of the player characters par-
ticipating in the automatic match-up, the automatic
match-up being performed independently from the
manual match-up without receiving a command to
begin the automatic match-up from any said commu-
nication terminal and without receiving any input from
any said communication terminal during the automatic
match-up, the player characters being associated with
different sets of game player identification information,
to automatically determine a result of the automatic
match-up based on the stored ability value of each
player character;

evaluating, by the processor during the executing of the
automatic match-up, competition between the player
characters, and updating the ability values of the player
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characters associated with the different sets of game
player identification information stored in the memory
based on the competition while executing the automatic
match-up based on the copy data; and

transmitting, by a communication interface, said at least

one communication terminal of a result of at least one
automatic match-up either for a specified past time
period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.

23. A game system including at least one communication
terminal operated by a game player and a game control
device connected to each of said at least one communication
terminal through a network for executing a match-up
between two player characters associated with two sets of
unique game player identification information, the game
control device comprising:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two player characters in response
to an input at one of said at least one communication
terminal, the two player characters being associated
with respective sets of game player identification
information that are different from each other, and to
determine a result of the individual competition in
accordance with a result of the manual match-up that
is based on the stored ability value of each player
character,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between player characters at said specified time, the
automatic match-up being based on the copy data of
the stored ability values of the player characters
participating in the automatic match-up, the auto-
matic match-up being performed independently from
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the manual match-up without receiving a command
to begin the automatic match-up from any said
communication terminal and without receiving any
input from any said communication terminal during
the automatic match-up, the player characters being
associated with different sets of game player identi-
fication information, and automatically determine a
result of the automatic match-up based on the stored
ability value of each player character,

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals, a result of at
least one automatic match-up either for a specified past
time period or at a predetermined number of times
and/or of a ranking of a corresponding set of game
player identification information based on said result of
at least one automatic match-up.

24. A game control device connected to at least one
communication terminal through a network, the at least one
communication terminal being operated by a game player,
for executing a match-up between two respective sets of
unique game player identification information, the game
control device comprising:

a memory;
a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two sets of game player identifi-
cation information in response to input at one of said
at least one communication terminal, the two sets of
game player identification information being differ-
ent from each other, and to determine a result of the
individual competition in accordance with a result of
the manual match-up that is based on the stored
ability value associated with each game player iden-
tification information,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first, and cause the memory to
store the updated ability values of the winning player
character and the losing player character,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
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ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between two sets of game player identification infor-
mation at said specified, the automatic match-up
being based on the copy data of the stored ability
values of the player characters participating in the
automatic match-up, the automatic match-up being
performed independently from the manual match-up
without receiving a command to begin the automatic
match-up from any said communication terminal and
without receiving any input from any said commu-
nication terminal during the automatic match-up, and
automatically determine a result of the automatic
match-up based on the stored ability value associated
with each game player identification information,
and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said
at least one communication terminals a result of at least
one automatic match-up either for a specified past time

period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.
25. A game control method configured to be executed by
a game control device connected to at least one communi-
cation terminal through a network, the at least one commu-
nication terminal being operated by a game player, for
executing a match-up between two respective sets of unique
game player identification information, the game control
method comprising:
exemplifying, by a at least one physical ability of each
player character by assigning an ability value to each
player character in association with a corresponding set
of unique game player identification information,
storing, in the memory, the ability value of each player
character in association with a corresponding set of
unique game player identification information,
interpreting, by the processor, an input at one of said at
least one communication terminal as an indication to
perform an individual competition by executing a
manual match-up between two sets of game player
identification information in response to input at one of
said at least one communication terminal, the two sets
of game player identification information being differ-
ent from each other, to determine a result of the
individual competition in accordance with a result of
the manual match-up that is based on the stored ability
value associated with each game player identification
information;
evaluate the result of the manual match-up to identify as
a winning player character that of the two player
characters that won the manual match-up, and to iden-
tify as a losing player character that of the two player
characters that lost the manual match up,
updating, by the processor, the ability values of the
winning player character of the two player characters in
a first manner, update the ability values of the losing
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player character of the two player characters in a
second manner, different than the first, and storing the
updated ability values of the winning player character
and the losing player character;

evaluating, by the processor, timing information to deter-

mine a specified time at which to perform a league
competition;
creating, by the processor at the specified time at which
the league competition is to begin, copy data of a
version of the stored ability values of the player char-
acters associated with the different sets of game player
identification information that exists at the specified
time at which the league competition is to begin;

automatically performing, by the processor, an automatic
match-up between two sets of game player identifica-
tion information at a specified time, the automatic
match-up being based on the copy data of the stored
ability values of the player characters participating in
the automatic match-up, the automatic match-up being
performed independently from the manual match-up
without receiving a command to begin the automatic
match-up from any said communication terminal and
without receiving any input from any said communi-
cation terminal during the automatic match-up, to auto-
matically determine a result of the automatic match-up
based on the stored ability value associated with each
game player identification information;

evaluating, by the processor during the executing of the

automatic match-up, competition between the player
characters and updating the ability values of the player
characters associated with the different sets of game
player identification information stored in the memory
based on the competition while executing the automatic
match-up based on the copy data; and

transmitting, by a communication interface, said at least

one communication terminal of a result of at least one
automatic match-up either for a specified past time
period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.

26. A game system including at least one communication
terminal operated by a game player and a game control
device connected to each of said at least one communication
terminal through a network for executing a match-up
between two sets of unique game player identification
information, the game control device comprising:

a memory;

a processor configured to:

exemplify at least one physical ability of each player
character by assigning an ability value to each player
character in association with a corresponding set of
unique game player identification information,

store in the memory the ability value of each player
character in association with a corresponding set of
unique game player identification information,

interpret an input at one of said at least one commu-
nication terminal as an indication to perform an
individual competition by executing a manual
match-up between two sets of game player identifi-
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cation information in response to input at one of said
at least one communication terminal, the two sets of
game player identification information being differ-
ent from each other, and to determine a result of the
individual competition in accordance with a result of
the manual match-up that is based on the stored
ability value associated with each game player iden-
tification information,

evaluate the result of the manual match-up to identify
as a winning player character that of the two player
characters that won the manual match-up, and to
identify as a losing player character that of the two
player characters that lost the manual match up,

update the ability values of the winning player charac-
ter of the two player characters in a first manner,
update the ability values of the losing player char-
acter of the two player characters in a second man-
ner, different than the first manner, and cause the
memory to store the updated ability values of the
winning player character and the losing player char-
acter,

evaluate timing information to determine a specified
time at which to perform a league competition,

create, at the specified time at which the league com-
petition is to begin, copy data of a version of the
stored ability values of the player characters associ-
ated with the different sets of game player identifi-
cation information that exists at the specified time at
which the league competition is to begin,

automatically perform the league competition at the
specified time by executing an automatic match-up
between two sets of game player identification infor-
mation at said specified time, the automatic match-
up being based on the copy data of the stored ability
values of the player characters participating in the
automatic match-up, the automatic match-up being
performed independently from the manual match-up
without receiving a command to begin the automatic
match-up from any said communication terminal and
without receiving any input from any said commu-
nication terminal during the automatic match-up, and
automatically determine a result of the automatic
match-up based on the stored ability value associated
with each game player identification information,
and

during the executing of the automatic match-up, evalu-
ating competition between the player characters, and
updating the ability values of the player characters
associated with the different sets of game player
identification information stored in the memory
based on the competition while executing the auto-
matic match-up based on the copy data; and

a communication interface configured to transmit, to said

at least one communication terminals a result of at least
one automatic match-up either for a specified past time
period or at a predetermined number of times and/or of
a ranking of a corresponding set of game player iden-
tification information based on said result of at least
one automatic match-up.
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